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And we’re back for another year! There was never really any doubt, 
as you all had already gone above and beyond with our first Kickstarter 
campaign at the beginning of 2014, and we’ve only gained fans since 
then - but wow, what a difference a year makes! 


Whereas in the wake of the first campaign we were able to print a full 


year of issues that included a pair of posters over the course of all of 
2014, the number of stretch goals that were hit in our recently 
concluded "2015 Renewals & New Subscriptions" campaign was truly 
incredible! We’re going to be able to print and include new posters 
alongside every issue for the year ahead! That’s Issues #14 (which is 
the one you’re reading now), #15, #16, #17, #18 and #19, all with 
posters included! Yowza! 


What’s more, because our Kickstarter backers were able to meet and 
complete a few challenges laid out during the course of the campaign, 
a few extra goodies will be added to this year’s subscriptions too - 
including a Nintendo papercraft project added to an upcoming issue, 
the return of Player’s Poll Contests from Nintendo Power’s past (read 
more about that inside the back cover) and an extra, seventh poster 
featuring art from The Legend of Zelda: Majora’s Mask 3D! (It’s 
packaged with this very issue, along with a dual-sided Mario Party 10 
and Code Name: 5.Т.Е.А.М. poster as well. Two posters with one issue!) 


Surely we have entered into our craziest, most fun-packed year yet. 
Thanks so much for being a part of the Nintendo Force, everyone! 


С 


\ 
: 
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STICKING WITH WHAT WORKS, 
OR BLAZING NEW TRAILS? 


Did we confuse you with that cover art? We’ve done 
some kooky things with past issues’ covers - having 
the art modeled entirely out of clay (Issue #13); 
having two flippable sides to choose from (Issues 
#5 and #9); intentionally obscuring the content- 
highlighting column over on the left (too many to 
list) – but we’ve never split a cover right across the 
middle before. Whether you think the attempt was 
a success or not, the intention was to visually illus- 
trate, right up front, the core conflict that we’re 
exploring with this issue’s theme: Old vs. New. 

Mario Party 10 represents the "Old," by which we 
mean it’s yet another sequel in a long-running, 
established series - these kinds of game releases 
are traditionally seen as Nintendo playing things 
safe. And then we’ve got Code Name: S.T.E.A.M. rep- 
resenting the "New," by which we mean an original, 
never-before-seen brand and style of gameplay 
being sent out to the market for the first time. 
Nintendo fans frequently take one of these two 
sides when they look to the future and hope for 
what’s coming next from the company - either 
pining for more sequels to the decades-old fran- 
chises they’ve been playing forever, or instead 
voicing their desire to see more original IPs coming 
out of Kyoto. 

Our central feature - also called Old vs. New – 
will dig into this debate further, while beyond that 
we'll be taking a look at Everything Old That Should 
Be New Again (our wishlist of remakes; the games 
that cross the line between the Old and New 
camps). The Mario Party series gets examined in 
more detail in Retro this time around, and Reviews 
is packed out with huge games - both Mario Party 
10 and Code Name: 5.Т.Е.А.М. among them. 

So please enjoy this issue, and then 
let us know which side you support: 
Old, or New? 


LUCAS М. ТНФМА5, EDITOR-IN-CHIEF 


4 ISSUE #14: OLD VS. NEW 


ISSUE #13: 
JANUARY/ 
FEBRUARY 2015 


БЕЛЕ ЕЕ > 


| picked up а New Nintendo 305 XL, and 
| have been playing some older games 
like Fire Emblem: Awakening and 
Ocarina of Time 3D on it. While | haven't 
noticed a substantial graphical differ- 
ence between the two systems, | have 
definitely noticed the increased proces- 
sor speed in the New 3DS! Just booting 
up the system feels as effortless and 
speedy as fastening Velcro shoes. Those 
several shaved seconds between areas 
in Ocarina of Time can really add up and 
make a difference, especially since we 
all know time is money! - DANIEL 
LAURENCE SELLERS 

Interesting! We knew that the New 
Nintendo 3DS units would make 
loading times faster for many games, 
but didn’t consider that feature to be 
anything more than an added conve- 
nience. Apparently it may have prac- 
tical application too, for the speed- 
running community! Any runners out 
there who’ve upgraded to the New 
hardware to shave extra seconds? 


| was excited about the New 305 despite 
its terrible name, until the details came 
out in the January Nintendo Direct. The 
price was expected, until it was 
revealed that no AC adapter would be 
included. Living in Canada - with our 
dollar tanking against the U.S. dollar - 
means that the New 3DS is selling for 
$230 with no way to charge it. Needless 
to say, it’s not an attractive device right 
now, at that price. Sure, you can trade 
in a current 305 or XL at EB Games to 
put toward New 305, but you still need 
to buy a charger. If the price comes 
down to something reasonable, then it 


Kirby and the Rainbow 
Curse brought its incredible 
cuteness to our last issue’s 
cover thanks to the clay- 
working talents of our 
friend Camille Young, and 
this time around меуге got 
our full review of the pink 
puffball’s latest adventure 
ready for you to read on 
Page 72. It’s just one of 
many high-profile releases 
coming under the micro- 
scope this time, so don’t 
miss any of our evaluations! 


will be time to buy one. Or if they sucker 
me in with a new 2D Mario game. 

- BRIAN DI CESARE 

We wouldn’t bet much on the New 
3DS getting a new 2D Mario game, 
but stranger things have happened. 
Also, our apologies to anyone who’s 
been inconvenienced by the fact that 
New 3DS units are shipping without 
AC adapters included! (It’s not our 
fault, of course, but we can still say 
sorry on Nintendo’s behalf.) 


Oh man! | can’t wait for Mario Party 10 
and the new amiibos! | still have perma- 
nent blisters on my palms from the old 
Mario Party 64 days. - TIM 

Funny you should mention that, Tim! 
We're going to be discussing that 
very thing in our Then & Now: Mario 
Party article. (Flip to Page 54!) 


Nintendo, please keep pushing forward 
with cross-buy. Tipping Stars and OIliOlli 
are great entry points, but you really 
have a chance to separate yourself from 
the pack with cross-buy. Sony needed 
cross-buy because the Vita had sucha 
small install base and was struggling. 
You, on the other hand, have a console 
system that is doing well and a 
handheld system that is dominating the 
market. Cross-buy will only help both 
machines! Ideally any purchase on one 
console would somehow impact the 
other, be it a full game install or other. 
The promise that any game you 
purchase will have expanded features 
either at home or on the go is very 
enticing. - SHANE LEEDY 

We're in agreement here, Shane. 


Hello guys, а Nintendo fan in Brazil here writing to 
let you know how things are going at negative lati- 
tudes. Like everyone else, | jumped on the hype 
train and got myself a shiny New Nintendo 3DS, dis- 
regarding most forums and YouTube comments. The 
device is a huge success as far as | can see - 
everyone wants to upgrade. 

Since Nintendo officially stopped distribution in 
Brazil last year, the "grey market" (informal retailers 
that skip taxes and such) has gone crazy. Now even 
small import stores have turned into scalpers. The 
first and second wave of New 3DS units are being 
sold for over R$1200 ($400 in the States), and 
things look bad as the economy slows down and our 
currency breaks new records in valuation. We've got 
Majora’s Mask 3D being sold for over the price of 
new PS4 games! 

The amiibo craze also hit us, though | think it has 
slowed down after reaching some ridiculous prices 
($40-$50 apiece). | guess the scalper market сап 
only exist as long as people keep buying, but I feel 
more and more satisfied with digital distribution - 
because at least the price is right. For the time, | still 
haven't been able to actually pick up my New 305 – 
ІЛІ have to wait until a friend goes to the States іп 
late May, as | just can’t afford being scalped. 

All that said, I’m happy to be an Early Bird sub- 
scriber to keep Nintendo Force active in 2015. 
There’s something about the Nintendo philosophy 
on game design that simply can’t be found anywhere 
else, and we will keep playing it even during hard 
times. - LEONARDO BANDEIRA 
Wow! Thanks so much for the check-in from 
down South, Leonardo - and the perspective 
check along with it. Too often we fans who live in 
North America and Europe can feel like we’re 
getting the short end of the stick when we’re 
met with what are ultimately minor inconve- 
niences, like a game we’re looking forward to 
not being available in English as soon as we’d 
hoped, or missing out оп а single amiibo we 


CHEONG 


wanted. But you represent a huge population of 
Nintendo fans living elsewhere around the world 
who truly have to fight for your fun. Well done! 
And thanks so much from your support, helping 
us to thrive even from another hemisphere! 


Hey guys, what would you think of a Wreck-it Ralph 
2? - HEROPONCHIN 

Are we talking a new Wreck-It Ralph movie, or a 
new Wreck-It Ralph video game? Because it’s a 
strong yes for one and a definite no for the other 
- though neither is probably too likely, as after 
the wild success of Frozen, it seems like Disney’s 
going to be focused on exploring the world of 
Arendelle further for the next few years (Frozen 
2 was just confirmed to be in the works). 


The new Super Smash Bros. was my most antici- 
pated game from Nintendo in 2014 - and the roster 
isn’t even finalized yet! Mewtwo is coming via DLC 
later this year, but why stop there? At first, when the 
3DS version roster was leaked, some people were 
upset because of two reasons. 

1. Some of the characters didn’t make sense (like 
Dark Pit, Dr. Mario and the Duck Hunt Dog). 

2. The roster didn’t have Ridley (among others) as 
a playable character. 

So now that Mewtwo is coming, will it be just 
Mewtwo? I personally think that we shouldn’t stop 
there. Lots of people would love more characters. | 
want Raichu, Bash (from Skylanders), Amy Rose 
(from Sonic) and Shantae. Wouldn’t that be neat? 
What do you think? Who should come in next for 
SSB4 DLC? - MICHAEL BILICA 
If it were entirely up to me (Lucas here), "4 be 
more than willing to turn NF Magazine into an 
all-Smash Bros. speculation publication, even 
when new games aren’t on the way! I’d love to 
see some cut characters come back, like the Ice 
Climbers (perhaps exclusively for New 3DS and 
Wii U), and, of course, Lucas. 


Well, what do you say, NF readers? Would you like to see 
Princess Natalie Francesca Keene the First (a.k.a. 
Captain NF) leap back into action here in 2015? Who 
knows what new threats could be encroaching upon 
Videoland this year! The Attack of the amiibo Army? An 
onslaught of mobile soldiers from the distant land of 
DeNA? This Captain might need to upgrade her Zapper 
to a New Nintendo 3D Zapper Gun XL+ to fight back! 


In just about every game 
he’s in, it seems Wario 15 


constantly showing his teeth. 


DON’T ANGER 


THE OX 


Why doesn’t he ever fully close his 

mouth? Doesn't he catch flies? Are his lips even 
capable of covering his teeth?! These are the 
questions that keep me up at night. - ANDREW 


GRABOWSKI 


Tackling these in reverse order, Andrew. Hope 


you don’t mind: 


1. His lips are indeed capable of covering 
his teeth! He doesn’t do it often - usually 
when he loses at Mario Party or he’s holding 
his breath - but it can happen! 

2. We’re not sure about flies in particular, 
but a cross-examination of Wario’s anatomy 
reveals that bugs are indeed a problem. We 
assume he’s just never noticed or doesn’t 


care. 


3. If there’s one thing we know about 
Wario, it’s that he loves anything valuable. So 
if you had a million-dollar smile like his, 
wouldn’t you show it off at every opportunity, 


too? 
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Princess Natalie was one of my favorite things to come out 
of NF Year 2. Having backed the Comic Tier this time around, 
I’m really hoping to bring her back! - PATRICK CHIN 


DREAMING OF AMIIBO 


The madness that has surrounded the launch of 
Nintendo’s toys-to-life amiibo figures (апа the continu- 
ing madness of trying to track down any of the new 
releases in the series in the months since then) took the 
lead position in our News section last time, and the 
craze still hasn’t died down. With amiibo now all but 
assured to be a part of Nintendo fan culture for years to 
come, we asked our readers which upcoming Wii U 
and/or 3DS games they feel would benefit from amiibo 
lines made to support them. Will any of these wishes 


come true? Time will tell! 


ISSUE #13, PAGE 10 


I think a Star Fox line of amiibo would 
be really neat. The series has a lot of 
great, unique characters they could 
make amiibo for. As for what they’d 
support? І be neat if Arwing pilots 
had stats that you could level up and 
carry with your amiibo. Plus they could 
unlock unique Arwings, each with their 
own special abilities and paint jobs. 

- ERIC REITZ 


Pokémon is a No-duh to get its own line 
of amiibo, and | could see another Kirby 
game coming out that pulls а 
Skylanders-with-a-Kirby line, seeing as 
Kirby is able to adapt to any gameplay 
style. But | will personally [redacted due 
to family target audience of magazine] 
for a Fire Emblem amiibo set. 

- ZACHARY CZARENECKI 

We have four Fire Emblem amiibo 
who can leap into battle with Code 
Name: S.T.E.A.M., so that’s а start! 


| would love to see more amiibo support 
in the way of aesthetic changes. | think 
it would be fun to play a Zelda game 
where Link could have different 
costume options, or even change the 
Moon in Majora’s Mask 3D to the 
Villager’s head. - TAYLOR BEVER 

Be careful what you wish for, Taylor. 
This is pure creepiness right here: 
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There should definitely be amiibo 
support in future Pokémon games! If 
Nintendo released more Pokemon 
amiibo, maybe they could be used to 
strengthen your Pokémon, similar to 
Mega Evolution. And if future Pokémon 
games bring back player customization 
- Е they don’t, | will be very sad! – 
amiibo like Mario, Shulk and Kirby could 
unlock character-themed outfits, which 
would be super cool! - NOELLA 
WIGTIL 


If any 3DS or Wii U title lends itself per- 
fectly to amiibo support, it would be 
Splatoon. My idea is that due to all the 
expansive character customization of 
that game, activating compatible figu- 
rines of characters from other Nintendo 
franchises could bestow you with both a 
complete wardrobe and a weapon 
specific to that character. For example, 
a Mario amiibo unlocks his trademark 
outfit and a shotgun that blasts out fire- 
balls of ink! - MICHAEL CICERELLI 
Though nothing’s been confirmed as 
we send this issue off to press, rumor 
has it that some Splatoon amiibo 
may very well be on the way. As for 
other amiibo activating outfits for 
the Inklings? We’d immediately equip 
our squids with Mega Man’s armor! 


Hey there NF, just writing this as | 
wanted to contribute to one of your 
issues. In response to your amiibo 
question, | think Pokémon would 
make a good amiibo line. The 
figures would be scanned and you 
would receive a special version of 
the Pokémon whose amiibo you 
scanned. It would have a special 
move or ability along with an exclusive 
amiibo mark on it. - DREW 


We need an EarthBound line of amiibo! 
Just imagine having your favorite char- 
acters like Master Belch, Porky and 
Everdred in amiibo form. As an added 
bonus, the bottom of the figures would 
Бе scratch-and-sniff, so they'd give off 
some putrid scent while you’re using 
them! - ZACHARY SIDDIQ 

Our noses shudder at the thought! 


1 can’t decide if I’m dreading it or antici- 
pating it (probably both), but the one 
series that deserves its own line of 
amiibo is Pokémon. With over 700 
potential figures and counting, Nintendo 
could release a variety of new amiibo 
for years to come! I’m eagerly awaiting 
my Bidoof amiibo. - CODY DRAPER 
Seems like the Pokémon series is the 
big winner here! And we have to 
admit, it makes too much sense not 
to до – мелі almost assuredly be 
scanning amiibo into a new Pokemon 
adventure on the New 3DS before the 
year is out. As for Bidoof? Well, he 
wouldn’t be our first choice – but 
he’d be better than Dunsparce. 


СОМІСВКЕАК 


PHOTOGRAPHY ОҒ JASON FOX COHEE A TRIBUTE 
TO AMIIBO 


KICKSTARTER PLEDGE “COMIC” BY JASON FOX COHEE - TO SEE MORE, VISIT THERETRORAVER.COM 
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Is A LIVE-ACTION ZELDA SHOW IN THE WORKS? 
Rumors abound that Nintendo and Netflix are forming a partnership. 


THERE 15 А legend of a show known 
as Zelda... er, rather, there’s a rumor 
of a show known as Zelda. 

Revealed by the Wall Street 
Journal, the tale comes to them from 
"a person familiar with the matter" 
who said that Nintendo would be 
teaming up with online streaming 
media company Netflix to create the 
venture. Seeking writers, representa- 
tives from the latter company are said 
to be likening it to "a family-friendly 
version of the popular Game of 
Thrones television series" - a com- 
parison which has admittedly left 
some fans a little bit uneasy. 

The two companies (who have each 
declined comment) are said to be 
working closely together on the 
project, which fits the almost overpro- 
tective modus operandi of the Kyoto- 
based video game company. They’ve 
been reluctant to allow new media 
ventures to be created for their 
biggest names since the splurge of 
cartoons from the late "805 and early 
905, culminating with the theatrical 
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flop that was the Super Mario Bros. 
movie. 

Nintendo has since then dipped its 
toe in the waters a little more recently 
with Japanese animation based on 
Kirby, F-Zero and Animal Crossing. 
Following recent financial reports, 
Global President Satoru Iwata has 
expressed new willingness to allow 
Nintendo properties to expand into 
other media. Of course, if you consider 
that outside of everything else, the 
Pokemon multimedia juggernaut is 
still running strong, it’s little wonder 
why they might give TV another 
chance with their bigger brands. 

The prospect of a new Zelda 
venture that isn’t a game has stirred 
the imaginations of many fans, won- 
dering, among other things, which of 
the many games in the series it might 
adapt – or if it would adapt any of 
them at all. The Zelda franchise is іп a 
unique position wherein an entirely 
new tale could be woven into its 
"timeline" with little to no conflict with 
any of the games (no more than they 


conflict with themselves, anyway) as a 
self-contained part of the legend. If 
Nintendo is working as closely with 
Netflix as suggested, the show could 
even become a part of the three- 
timeline Zelda canon the creators 
stand behind. 

One other issue that has people 
buzzing is whether or not Link ~ if he 
appears іп the show - should be 
allowed to speak. While Nintendo has 
held to not giving Link a voice in the 
games as he’s meant to represent the 
player as an avatar of sorts (though 
one who is given ever-increasing char- 
acter with each new game), it seems 
that Nintendo is only concerned with 
the games themselves in this regard. 
Not even counting the now-infamous 
cartoon run, Link has spoken through- 
out the various manga released over 
the years - including the origin manga 
featured as part of Hyrule Historia. 

For now, all we can do is speculate 
until an announcement is made. Feel 
free to join us in that speculation by 
telling us what you'd like to see! 


“Pm excited to hear 
more about this, but | 
hope they create an 
original tale, rather than 
adapt a game. That way, 
if it’s good, they can 
adopt it into the game 
canon - and if not, they 
can just write it off as a 
failed experiment. 
lts win-win!” 


- DAVID 


NINTENDO'S GOING MOBILE! 


The announcement some considered inevitable has finally been made - 
and a new home console, the “Nintendo NX,” has been confirmed as well. 


LADIES AND GENTLEMEN, it’s finally happen- 
ing: Nintendo’s going mobile. For years the 
company has been under pressure from its stock- 
holders to stop ignoring the exponential growth 
of gaming on mobile devices like smartphones 
and tablets, and now they've finally made an 
announcement that will move Nintendo's IP’s onto 
iPhones, iPads, Android platforms and more. 
Nintendo has formed a partnership with DeNA 
(pronounced D.N.A.), one of mobile gaming’s most 
established studios - together, the two companies 
will begin developing new games leveraging 
Nintendo's brands to launch into the App Stores of 
the world. 

The "new games" piece is key: Nintendo's 
adamant that these titles won’t simply be compro- 
mised ports of past classics - so no worries about 
trying to control the old Super Mario Bros. ona 
device that has no buttons. Rather, every game 
that is released through the partnership will be 
specifically suited to touchscreen-only input. As 
Nintendo’s been developing for touchscreens 
since the DS debuted over a decade ago, this 
should be no huge obstacle. 

If you’re unfamiliar with DeNA, you сап get a 
look at the company’s logo above and one of their 
most recent, most prominent game releases 
below: that’s Star Wars: Galactic Defense, which 
just went on sale on mobile platforms a few 
months ago. It illustrates two key points that 
impact this partnership: first, that DeNA has been 
trusted to handle several high-profile properties 
in the past (brands don’t get much bigger than 
Star Wars), and second, that DeNA’s got years of 
expertise in developing mobile games. As things 
look now, though, it seems that Nintendo’s estab- 
lished teams will handle development of the 
games and DeNA will be the behind-the-scenes 
support team making them possible on a techni- 
level. 


% 19/20 (мауе 9/10 


Another агеа of expertise DeNAs developers 
bring to the table is their knowledge of creating 
and operating user account systems, and that 
factored into this partnership announcement as 
well: DeNA is developing a new Nintendo account 
network that will encompass mobile platforms, as 
well as PCs and the existing game hardware of the 
3DS family of systems and Wii U. This is the 
replacement for Club Nintendo that President 
Iwata alluded to when the closure of the Club was 
announced a couple of months ago. 

Finally, on top of all of that, Nintendo has con- 
firmed that an all-new dedicated game system 
currently codenamed the "Nintendo NX" is in 
development as well. Though no further informa- 
tion was given besides its name (we don’t know if 
it’s a handheld, or a home console or something 
else entirely), that announcement was made 
alongside the DeNA partnership reveal in order to 
reassure longtime, faithful Nintendo fans that the 
company isn’t planning to abandon traditional 
video game development. This is a strong move 
into the mobile space, but it’s not a bridge- 
burning опе - we'll still be getting new Nintendo 
games in the way we always have before. Mobile’s 
just a new distribution platform for some new 
games. 

We don’t yet know what the first Nintendo 
mobile title will be, but we likely won’t have to 
wait long to find that out - the first one is due to 
be released this Fall. 


“Pve been holding off on 


upgrading to a new iPhone. 


| guess the time 15 now!” 


- LUCAS 


бе 
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GOING FOR GOLD 


The amiibogeddon hits a new level of chaos. 


IN THE WAKE of the insanity surrounding the severe 
rarity of some amiibo figures from the brand’s first 
two waves and the added complexity that was intro- 
duced when Nintendo made four of the Wave 3 figures 
into retailer exclusives, the ante of playing the amiibo 
collecting game was upped yet again when one hunter 
uncovered and leaked a product safety listing for Gold 
and Silver Mario amiibo figures. They both have the 
same pose as the Mario from the Super Mario amiibo 
series, but their altered paint makes them even more 
limited - if you can even imagine that. 

After a few weeks of speculation about where the 
Gold and Silver Mario figures would go on sale, 
another leak of a promotional poster from Walmart 
spilled the beans that Gold Mario would be an exclu- 
sive there. And sure enough, he was released as the 
latest retailer exclusive just at Walmart stores, at 
midnight on March 20 - coinciding with the release of 
Mario Party 10. (The others in the Super Mario line, 
including Luigi, Peach, Bowser, Yoshi and Toad also 
went on sale at that time, though the non-gold Mario 
could only be bought in a bundle alongside the game.) 

As we go to press, though, there’s still no word on 
the fate of the Silver Mario amiibo. Could he actually 
be a Platinum Mario? And perhaps be the last 
Platinum status reward for Club Nintendo as we know 
it? Or will he end up as a different retailer’s exclusive 
release? 

As for the Super Smash Bros. amiibo line’s Wave 4, 
pre-orders still haven’t been made available from any 
retailer. Nintendo has confirmed that the recent West 
Coast port strike has delayed several shipments, which 
could explain at least a bit of why amiibo hunting has 
been so hectic so far! 


“| sat in а lawn chair in a sleeping bag 


just outside the electronics desk at my 
Walmart on March 20. 

| had to get the Gold 

Mario!” - BRETT 
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COLLEGIORSCORNER 


JUST AS LUIGI is largely similar to Mario, so too are their 
Figuarts figures, with but a few slight differences to distin- 
guish the two. Besides the obvious (green attire, taller, 
slimmer physique, different ’stache, etc.), Luigi actually 
features a few small improvements over his older bro. 

Thanks to his more svelte form, Luigi’s neck joint (just one 
of the 17 points of articulation featured) has a greater range 
of motion, allowing him to look around more easily than the 
Jumpman. Unfortunately, like Mario, he can’t look up very 
well – but at least Luigi can droop his head іп а manner which 
befits his more humble underdog personality. 

Also - and this is a personal preference - Luigi has a much 
more neutral expression than Mario. He still has a smile, but 
it’s much lower-key than his overjoyed older sibling. Some 
people prefer a bolder expression on their figures, but when 
swapping faces isn’t an option (and unlike most Figuarts 


THE LAST HURRAH 


Club Nintendo’s final rewards revealed. 


CLUB NINTENDO IS going the way of the dodo this year, and 
now the final rewards in all regions have been announced. The 
highlights in North America include a Majora’s Mask puzzle and 
messenger bag and Super Smash Bros. poster sets. Europe gets 
another shot at the Mario hat and also has a "relaxation set" 
featuring Luigi and a nice Yoshi backpack. Japan, though, takes 
the cake as usual: a number of exclusive 3DS themes, a long- 
overdue Mario Kart 8 two-disc soundtrack, a 3D Mario puzzle 
and even a Super Mario board book are among the most 
amazing items on offer. Shirts, character-based Wii Wheels, 
playing cards, cleaning cloths, pens and more have been 
revealed, all smattered with Nintendo characters. The Club may 
be closing, but it’s going 
out with a bang! 


REVIEW! FIGUARTS LUIGI 


How does he match up with last year’s Figuarts Mario? 


figures, it isn’t here), | personally find that not having an 
enormous smile makes more perilous display options seem a 
bit less awkward. Your mileage may vary. 

Luigi also comes with some different accessories than 
Mario: a brick block, a red Koopa shell and a stand with an 
articulated arm to facilitate jumping poses, plus a pair of 
interchangeable hands to hold it (which came in a separate 
accessory pack for Mario). In addition to working with Mario’s 
extras, accompanying Luigi is a pack with red pipes, a coin 
and two unarticulated enemies: Buzzy Beetle and a Piranha 
Plant. 

Luigi is every bit as good as Mario, and in some small ways 
even better, but let’s face it: If you like one, you’re probably 
going to want both. 

Now we just have to hope for a Luigi’s Mansion accessory 
pack...- DAVID 


THE GRINNING GANONDORF 


The Wind Waker’s version of the villain returns. 


IF THERE’S ANY one company consistently draining the wallets of Nintendo fans outside of 
Nintendo itself, it’s First 4 Figures. Their Legend of Zelda statues have easily been their best 
sellers, and they’ve gone and added another line to that license: the Wind Waker line. Kicking off 
the line is the formidable Toon Ganondorf. Standing a towering 15 inches tall, the dark wizard 
wields two swords and a ferocious expression. This puts him in a 1/6th scale, so if Link and Zelda 
are made in this line, they will be much smaller - and maybe cheaper? Please? Coming in the third 
quarter of this year, the polystone resin statue will set you back 250 bucks. That is, unless you 
decide to spend another $20 and go for the exclusive edition that adds LEDs to the mix. These will 
"pulse rhythmically" on the base to make the water effect there look more realistic. This is the first 
statue that we do not know the production run for when pre-ordering. Normally, Zelda statues are 
limited to between 1000 and 2000 pieces, but due to demand - and possibly seeing a lot of their 
profits trading hands on auction sites - First 4 Figures has elected to wait on releasing the official 
number. It’s a smart move, considering past controversies over re-releasing statues. 


Collectors Corner is compiled by Brett Martin, the world record holder 

for the largest collection of Nintendo memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 


CUTESY CHROM 


Take a look at this littlest lord! 


EMPTY’S CHARA-FORME CHROM from Fire Emblem: Awakening is a 
super-deformed (or "chibi") version of the character. You may be thinking 

it’s a Nendoroid, but those come from the Good Smile Company. Empty is 

their competition, and it’s a bit of a coup that they got the license for Chrom, 
as Nintendo has certainly been favoring Good Smile - but Nintendo has said 
that they’re open to more merchandising opportunities. Nobody really cares as 
long as we get more Nintendo figures, right? 

Chrom’s head may be big on this figure, but his armor and his sword Falchion are 
unmistakable and given great attention to detail. The figure will peak at about four 
inches tall and is projected to arrive this May. Pre-orders are available all over the Internet, 
mainly at online import stores like AmiAmi, HobbySearch and Hobby Link Japan. An 
average of prices reveals it will be around $35 to own, and seeing as how he is the only 
representation of this character so far, expect him to sell well. 

Will there be a North American release? Empty isn’t known for much outside of Japan, so added 
shipping costs may put this figure closer to $45 for those of us living elsewhere around the globe. 

With Lucina coming in Figma form, Tharja coming from Good Smile and Chrom from Empty, we 
may be getting a great set of Fire Emblem collectibles - but boy, will they all look weird together! 


TRULY “MEGA” MAN 


Hope you've got enough shelf space. 


X-PLUS HAS CREATED what they’re calling a 
"Gigantic" Mega Man. Due to its size, it comes with a 
gigantic Japanese price tag as well: nearly $75! 

The figure comes with a helmeted or helmet-free 
head to stack on top of the behemoth Blue Bomber. 
The swappable head is the figure’s only real feature - 
aside from its immensity - as it offers no articulation. 
The sculpt is spot-on, though, and the buzz surround- 
ing the figure has already lead to a Mega Man X 
version being revealed. 

The 13-inch figure will be brought to North 
America via Bluefin some time later this year! 


LUCINA WAKES HER BLADE 


Chrom’s daughter's looking more adult than he is. 


ГМ ALWAYS EXCITED to hear about a new Nintendo Нета. Нета offer amazing articula- 
tion for great posing, great likenesses and fantastic accessories - and when Lucina makes her 
debut in the line, she’ll be no exception. This "female Marth" will come with her sword, 
Falchion, and a sheath, so she can look ready for battle. She'll also have her trademark "Marth" 
mask (her haircut can be changed accordingly), and two expressions: smiling and serious. Even 
her cape is detachable, so you can get that perfect pose for all of those stop-motion videos 
you'll be making! 

Even folks who may not have played Fire Emblem: Awakening will be getting this one due to 
her appearance in the latest Smash, so you’d better hurry and pre-order her if you want one. 
Pre-orders have been open for a while, and the figure arrives sometime in April. All things said 
and done, the shipped figure may cost you around $70, but considering all the work that went 
into this figure апа how well she’s portrayed іп the sculpt, she’ll be well worth the cash. 

Speaking of cash, you could spend a little more and place Lucina on top of the recently 
announced Figma horse that is compatible with all of the characters released in the Figma line. 
This means Link – and even Pit and Dark Pit – could ride a horse as well! 1 1 


Мо WORLD [5 SAFE 


Archie Comics’ Mega Man & Sonic crossover event expands 
to encompass nearly all of Capcom and Sega’s major brands. 


IF THERE’S ONE thing Archie Comics is good at, it’s surprising people. From killing 
off their namesake to bringing together the two truest, bluest stars of gaming in 
Worlds Collide, there’s no telling where or when the surprises will end. One thing we 
can be sure of, however, is that it won’t be before May 2015’s Worlds Unite event. 

In addition to the previously reported additions of X and Sticks the Badger (from 
Sonic Boom) to the mix of Mega Man and Sonic the Hedgehog, the company recently 
revealed through IGN that a number of characters from beyond the virtual borders 
of their respective franchises will take part in the event. From Capcom, we have 
Viewtiful Joe, Nina from Breath of Fire III, the Red Arremer of the Ghosts ’n Goblins 
and Gargoyle’s Quest games, Amaterasu from Okami, Gore Magala from Monster 
Hunter 4 and Ryu, who will be just one of the World Warriors appearing from Street 
Fighter. On Sega’s side, Alex Kidd, Billy Hatcher, NiGHTS, Tyris Flare from Golden Axe, 
Base Wing from Panzer Dragoon and Vyse from Skies of Arcadia join the party. 

It’s the ultimate Capcom/Sega crossover event! But could still more 
characters be revealed later on as well? 


“Capcom might have said it best 
in one of their own crossovers: 


‘Let's get crazy!” - DAVID 


RODEA SOARS TO THE WEST 


NIS America will localize Yuji Naka’s latest adventure for 305, Wii U and Wii! 


CRACK OPEN THAT bottle of aged sparkling cider you’ve been saving for a special occasion, because 
Rodea the Sky Soldier is crossing the Pacific! We were already celebrating the long-dormant aerial adven- 
ture’s revival in our last issue, but now that it’s confirmed for Western release, the party can truly begin. 

Though XSEED had previously expressed interest in localizing Yuji Naka’s latest brainchild, the task will 
instead fall upon NIS America. Rodea is targeting a Fall 2015 window for both Wii U and 3DS versions, with 
options for boxed or Nintendo eShop copies. 

But wait! What about the Wii version? In Japan, the Wii U edition’s first print run will include the 
untouched Wii original as a separate disc. Will we be getting that tasty treat in the States, too? You bet! Just 
as overseas, it’ll be bundled with the first run of Wii U copies - but sorry, digital shoppers, this deal 15 
physical only. 


ONE “FREAKING OUT" - TONY 


Ds. 


о 


NINTENDO 


Yeah! Unyeah... 


Rodea is confirmed to Not getting the amiibo 


ө 
Бе getting localized! а — figure you wanted. 
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GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


THOUGH IT’S STILL without a release date in Europe, this third 
installment in the Fossil Fighters franchise has actually just gone on 
sale in America as we’re wrapping up work оп this issue. Rather than 
try to shoehorn its review coverage into this already overflowing 
edition, we’re going to give these 65 million-year-old fossils two more 
months to stay buried, then unearth them for a complete evaluation 
in our next edition. Stay tuned! 


LAUNCHING INTO AMERICAN stores on 
April 10 (without even needing a fan campaign 
to make it happen this time), the New 3DS- 
only remake of Xenoblade Chronicles is the 
grandest, most epic RPG adventure ever made 
portable. We’ll have our review next time! 


WELL, THEY HAD a good run - but the EarthBound fanbase is likely about to be destroyed, as the longtime 
friends ferociously turn against one another in the all-out war that will ensue when the sure-to-be-limited Ness 
amiibo goes on sale. Be civil, Starmen! Beyond everyone's favorite resident of Eagleland, this fourth wave of 
Super Smash Bros. amiibo figures will also include Wario (who's needed to unlock the Wario Board in Mario 
Party 10) and Lucina and Robin (who are needed to complete the team in Code Name: 5.Т.Е.А.М.). All six will go 
on sale in late April in Europe, and should hit the States around the same time - though there have been no 
pre-orders made available for this wave thus far, so collecting each of them may very well be warlike. 


JUST LIKE LAST year, the slate of first-party Wii U 
retail releases in the month of April is entirely blank. 
But when May rolls around, the wait will have been 
worth it! The sensational new shooter Splatoon will be 
splashing its way onto store shelves then, and we’ve 
got a huge new preview for you starting on Page 36. 


ALSO SCHEDULED FOR May - May 22 in North America, to be 
exact - the combo pack of Puzzle & Dragons 7 and Puzzle & Dragons: 
Super Mario Bros. Edition will be one of the best values the 3DS has 
ever seen. Together, the two titles will be combined in the same retail 
package and sell for an MSRP of $29.99. That’s 10 bucks cheaper than 
the normal price usually applied to new first-party releases that are 
just single games, and this one’s a double! We’re looking forward 
to getting into exploring what both are all about, especially since 
Puzzle & Dragons first found its popularity on mobile platforms, 
and its existence on 3DS makes more sense now after 
the Big N’s new DeNA partnership announcement. 


“Springtime has sprung once again, and while this time of year 
is usually light on new releases from Nintendo, the addition of 


amiibo figures and DLC packs to the company’s array of offerings 
will be helping these months feel much fuller than past Springs. 
Don't you think?”— LUCAS 


for 
NINTENDO 


3DS / Wii 


MEWTWO’S ADDITION ТО the playable roster for 
both versions of the newest Super Smash Bros. is fast 
approaching, and despite Mr. Sakurai’s hyperbole 
about even a single new character taking a year to 
develop, it’s hard to imagine Mewtwo would be the 
only DLC ever released for Smash. Will he truly show 
up all alone? Or are more surprises in store? 


WE MAY VERY well be fighting as 
Mewtwo before the next NF goes out the 
door, and we might also be racing through 
this second pack of Mario Kart 8 DLC, 
which will tap into the world of Animal 
Crossing to make the Villager and Isabelle 
into new racers - as well as bring the 
undead Dry Bowser back to life. The first 
DLC pack was amazing; we can’t wait for 
this one to drop! 
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FRESH FACES 


FROM FRESH FRANCHISES 


Nintendo seems to be constantly criticized for not introducing enough new ideas. 
Not enough new brands, not enough new characters. But it simply isn’t true! 
The Big №5 debuted dozens of all-new, original characters and IPs over the past few years - 
they've simply been living in the eShop! Неге are a few fresh faces from fresh franchises you 
might have missed. Get acquainted now, won't you? 
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70e HOGAN ШЕ 


LOOKSLEY FROM 
LOOKSLEY’S LINEUP 


Nintendo’s cast of original characters in the 
eShops has been growing since before the 
eShops were even called that. Turning back the 
clock to the DSiWare and WiiWare era of the 
previous hardware generation, there were 
several standout creations that, at this point, 
seem to have been one-and-dones (though 
мегі love to see any of them make a 
comeback). Case in point: Looksley the Rabbit. 
This bookish bunny lives inside a pop-up book - 
he’s nearly a cousin to Paper Mario, as every- 
thing around him is made from folded pages. 
His game, Looksley’s Lineup, uniquely used 
head-tracking tech in connection with the DSi 
camera and challenged you to "line up" objects 
by moving the system around to view 
Looksley’s land from different angles. It didn’t 
handle well, but the New 3DS has just brought 
back head-tracking tech to support its 
improved 3D. So let’s have a Looksley encore! 


SPOTTO FROM SPOTTO! 
(АКА BIRD & BOMBS) 


| take personal credit for this game’s name in Europe, 
you know. (Lucas talking here.) It went on sale in the 
States first, and | wrote the IGN review for it under its 
original name of "Spotto!" just after it debuted. Within 
the review, | joked that it should have been called "Bird 
& Bombs," in order to be a callback to Bird & Beans, 
which was an earlier DSiWare release that had been 
drawn out of the WarioWare games (you know, "Pyoro"). 
Anyway, Spotto! then arrived in Europe less than two 
weeks later – and they actually called it Bird & Bombs 
there! 1 know, | know. | should totally have been given а 
Special Thanks in the endgame credits roll. | have to at 
least make an attempt to glom myself onto the success 
of this great little game, you see, because Spotto 
himself has such a winning character design. He would 
be nothing more than a cute, little, innocent-looking 
duck - if it weren’t for his blast helmet, military regalia 
and entirely inexhaustible supply of explosives. He's like 
Bomberman, only he’s a bird! He’s a Bird-berman! (Now 
just wait; Nintendo will take that name next.) The 
gameplay in Spotto! has our fine feathered fowl trying 
to blow up an army of ghosts, and you have to help him 
do that by guiding the trajectory and timing of his bomb 
tosses so that the ordnance lands directly into the open, 
waiting mouths of the ghouls hovering up above. It’s a 
great little game design, and as with the other DSiware 


games profiled on this page, it’s only a few bucks! (And 
you can still buy DSiWare games in the 3DS eShop.) (I1) © 1% © © 


wn a m 


= fib. ћу 
= 
cm 
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DILLON ЕКОМТНЕ 
DILLON’S ROLLING WESTERN SERIES 


When Nintendo adopts something done by someone else, they typically like to put their own spin 
on it. And when it came time to make their own tower defense game, they put а lot of spin on it. 
Tower defense games were nothing new when Dillon’s Rolling Western came along, but rather than 
the normal overview of a map that you would plot and coordinate from, players were put into the 
boots of The Red Flash himself. With a spin dash that would make Sonic jealous, Dillon would 
hastily explore the areas surrounding one western town after another, fulfilling fetchquests, gath- 
ering resources and preparing defenses and gun towers for nightfall, when the vile, lumbering 
rock monsters called Grocks emerge from their lairs and try to feed on the locals’ herds of Scrog 
livestock. Though Dillon may look like he’d fit in alongside the numerous platforming mascots from 
the "905, he certainly doesn’t control like one. Aside from use of the 305 Circle Pad, his move- 
ments are mostly dictated by the device’s touchscreen. Through a series of taps, Пе"! spin, roll and 
even jump and claw at his enemies. Along with improved equipment, he also learns some new 
tricks along his journeys as well. Dillon says very little, but he’s not quite a loner; at the very least, 
he’s open to accepting a helping hand when it’s been offered. Foremost among his companions is 
Russ, a squirrel who keeps an eye on things from the sky and does all the talking when Dillon’s 
actions don’t speak the right language - and as of his most recent game, he’s also teamed up with 
mercenaries like the squid sniper Nomad. Of the characters featured on these pages, Dillon may 
very well be the one with the greatest claim to fame so far. Though he’s not playable (yet), The Red 
Flash is featured as an Assist Trophy in Super Smash Bros. for Nintendo 3DS and Wii U, where he 
rolls into enemies before performing his ultimate technique, Arma-Charge! 
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MALLO FROM 
PUSHMO, CRASHMO 
& PUSHMO WORLD 


When fans hear the name "Mallow" па 
Nintendo context, the first character who 
usually comes to mind is the not-a-frog 
party member from Super Mario RPG: 
Legend of the Seven Stars. That may 
change soon enough, however, as dropping 
the "w" gets you Mallo, the star of a 
whopping three different Nintendo eShop 
titles across the Nintendo 3DS and the Wii 
U. Like many a Nintendo protagonist, Mallo 
doesn’t say much, but his actions speak 
volumes. This strong, friendly fellow ina 
blue sumo belt is always on hand when 
something goes wrong at one of Papa 
Blox’s special theme parks full of thematic 
sliding and stacked blocks. Whether it’s 
rescuing children stuck atop the attrac- 
tions or a flock of lost birds, Mallo will 
push, pull and turn every Pushmo and 
Crashmo sculpture in whatever way is nec- 
essary to get the job done, no matter how 
long it takes. With a trilogy already under 
his sizable belt, Mallo is one of the biggest 
Nintendo eShop stars so far! 


Flak brushes are besk For painking 
broad marks, The large one painks 
broadest of ай, 


Trust me, pal. This game is legit. 
Rusty wouldn't lie to you. 


Еў 


RUSTY SLUGGER FROM 
RUSTY’S REAL DEAL BASEBALL 


As noted with Dillon, when Nintendo decides to try their hand at something, they have to do 
things their own way. So when it came time for them to experiment with the practice known as 
in-game (or in-app) purchases, it should come as little surprise that they would find a way to 
make people want to part with their money. Rusty Slugger once played in the major leagues, 
but he’s now just a pitiable dog whose glory days of baseball superstardom are well behind 
him. But boy, does he ever still love that game! So much that he now runs a baseball shop that, 
like its owner, has seen better days. Fortunately, he’s gotten his hands on a shipment of the 
latest in state-of-the-art video game technology: The Nontendo 4DS! (No, neither of those is a 
typo.) With a desperate plea loaded by puppy-dog eyes (ten sets, in fact, thanks to his many 
kids), Rusty sends you home with a trial system and game. While the first minigame is fun on 
its own, part of the rea/ game comes in acquiring more to play by haggling with Rusty. Donuts 
can get him to drop his prices a bit, and helping him with his other problems can soften him up 
a bit more. Just don’t push him too far, or else you'll skunk the deal and have to start all over 
again! As Nintendo steps further into the world of mobile game development and publishing, 
we hope that we haven't seen the last of Rusty and his unique way of doing business. 


NIKKI FROM SWAPNOTE 


Finally, there’s no better way to conclude our list of fresh 
faces from fresh franchises in the eShop than with the queen 
herself, Nikki from Swapnote. We've been advocating for 
extra attention for this leading lady ever since Nintendo's 
support for the Swapnote software disappeared, 


4 arguing in favor of her representing Mii Fighters 
TEE AE in Super Smash Bros. for 3DS & Wii U - but it 


seems like she hasn’t been forgotten after all! 

Nikki's recently been brought back into action to 

host some of Nintendo's online 

newsletters. We're pleased 
to see that she’s still bein 

recognized and utilized by 

the Big N, as there’s just 

something special about 

this quaint young girl 

who believes the power 

of the written word and 

personal correspondence 

is still alive and well! 
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-LIFE- 
DAAH 


KING KNIGHT: 


r? you 


DOUBLE-CROSSING CONSTABLE OF CRUCIBLES" 


WARNING: PLAGUE APPROACHING 


Set your shovels aside: Plague Knight’s now the protagonist in 


SHOVEL KNIGHT WAS, perhaps, 
20145 biggest success story. After a 
potent Kickstarter campaign in 2013, 
he game and its eponymous hero dug 
its way into our hearts in June of last 
year, earning numerous accolades 
from players and critics - including 
he ever-prestigious NF Game of the 
Year award! Featured back in that 
2013 Kickstarter, however, were 
numerous stretch goals that promised 
he release of free post-game DLC, 
and Yacht Club Games has now shed 
some light on the first of those packs. 
Titled "Plague of Shadows," this 
ree expansion to Shovel Knight is 
rather ambitious. Players get to take 
control of the toxic, maniacal Plague 
Knight (my personal favorite of Shovel 
Knight’s bosses) on a quest to create 
the ultimate potion. Since the other 


members of The Order of No Quarter 
each hold one of the ingredients 
needed for his concoction, it’s up to 
Plague Knight to go through the core 
adventure himself, confront his former 
comrades and extract the elements he 
needs from their defeated bodies! 
Don’t get too comfortable, though, 
since this alchemist plays quite differ- 
ently from the valiant Shovel Knight. 
For starters, Plague Knight cannot 
bounce on enemies’ heads, so you'll 
be using a variety of potions to blow 
foes away. And Shovel Knight's relics 
don’t seem to come into play here 
either – rather, Plague Knight can 
craft his own tools (thank you very 
much) in potion form by collecting 
loot throughout the stages. Indeed, 
the new quest will feature multiple 
recipes and ingredients for you to 


go wild with making new mixtures. 
The new character’s main method 
of attack, though, may have the 
biggest impact on the core gameplay. 
You'll have an unlimited supply of 
smaller, explosive potions (like the 
ones Plague Knight uses in his own 
boss fight) that bring back a classic 
Nintendo staple into Shovel Knight: 
the bomb jump! With smart placement 
of these potions, clever gamers will be 
able to manipulate explosions to reach 
new heights... and potentially ina 
much quicker way than that shovel- 
bouncing hero ever could! (In fact, 
testers for Plague of Shadows claimed 
they could blaze through the new 
adventure several minutes quicker 
than when they used Shovel Knight, so 
speedrunners will have a whole new 
element they'll want to master!) 


While Plague Knight is a reckless 
explosive-hurler with questionable 
ethics, he may not be completely 
alone on his quest! Featured pretty 
heavily in promotional materials is the 
dour potion-throwing girl who lives 
underneath the Village. Not content to 
simply run a minigame for Shovel 
Knight, it seems she’s been promoted 
to working for Plague Knight in some 
fashion, and the press release even 
hints at a potential romance between 
the characters. Who knows? Maybe 
somewhere beneath that beak-shaped 
gas mask and thick robe beats the 
heart of a fellow who just wants to 
find love (and destroy every obstacle 
in his path to finding it). 

We'll be able to bomb-jump our 
way into Plague Knight’s twisted world 
sometime in Q2 of this year. 

- MATTHEW 


INTERSTELLAR ЁХРІОВАТІОМ... ОМА BUDGET 


Strapped for cash? Cant quite make the payments on one of those luxury model starships? No problem! 
You too can experience the wonders of alien worlds in person with the new Affordable Space Adventures! 


LAUNCHING INTO THE Wii U 
eShop on April 9 in the United States, 
Affordable Space Adventures is a col- 
aboration between KnapNok Games 
(Spin the Bottle: Bumpie’s Party) and 
Nifflas (Knytt Underground, NightSky). 
Players assume the role of space 
ourists who guide а cheap-looking 
ship called Small Craft™ through 
obstacles and perils while managing 
their vessel’s engines and power 
evels. The developers told me that 
they were inspired by Steel Battalion 
or the original Xbox, which required 
the use of a large controller specifi- 
cally designed for the game. 

Anchel Labena from KnapNok 
Games explains, "In Affordable Space 
Adventures, the Wii U GamePad 
becomes your customized controller. If 
you’ve ever seen the original Xbox 
game Steel Battalion, then you 
probably remember its big custom- 
made controller. We really wanted to 


do something similar, with a cool 
custom controller, but it’s simply not 
possible for small indies like us. That’s 
when we realized that the Wii U 
GamePad gave us an opportunity to 
do exactly that." 

According to the developer, the 
GamePad is called the "Heads Down 
Display," and players use the touch- 
screen to control all of the internal 
systems of the ship, such as its anti- 
gravity, decelerator and thrusters. 

"We even use the gyroscope in the 
GamePad in order to control the pitch 
of the spaceship, which looks quite 
hilarious," says Labena. "The 
GamePad is also what allows for asy- 
metrical gameplay and forces commu- 
nication between players." 

Because the ship is mostly con- 
trolled with the GamePad’s touch- 
screen, the developers had to create a 
user interface that players could easily 
learn, understand and memorize. They 


spent many months playtesting the 
game - obtaining feedback on how to 
improve the interface - to make it less 
overwhelming to learn the controls. 

"In the fiction of Affordable Space 
Adventures, your ship crashes on an 
alien planet. Luckily, the Small Craft™ 
has a built-in auto-repair function that 
slowly fixes all of its systems. So 
players get introduced to one system 
at a time and how to use them. You 
earn new things all the way through 
the game, so that at the end you feel 
ike you’ve mastered this big complex 
spaceship, hopefully without getting 
totally lost," says Labena. 

He continues, "From the very 
beginning, however, we designed the 
complete interface and all the 
mechanics, and figuring out the best 
way to introduce all of these mechan- 
ics has been quite a challenge that has 
taken us through several iterations." 

During co-op multiplayer, each 


player will control different functions 
and actions of your ship’s systems. 
Having more helping hands can some- 
times lead to miscommunication, but 
it can also help offload some of the 
workload. The developers informed 
me that players will be able to jump 
into and out of co-op smoothly, 
without restarting the game. 

Labena explains, "... the biggest 
lesson we learned [from Spin the 
Bottle] is that local multiplayer-only 
games are kind of hard to sell. We all 
love them, but for people who want to 
try the game alone first, a single- 
player campaign is necessary before 
you can invite your friends over to 
play the game with you. Affordable 
Space Adventures was originally 
created as a single-player-only game, 
but later on we realized we could 
easily add co-op modes that would 
give a lot of fun possibilities for 
gameplay." - EMILY 
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А TALE WORTH RETELLING 


DreamRift’s 2011 DS hit returns as the new 3DS eShop-exclusive 


YEARS AGO, EA’S Madden-making 
Tiburon studio released a peculiar DS 
game called Henry Hatsworth and the 
Puzzling Adventure. A hard-as-nails 2D 
platformer, it featured an interesting 
design in which players had to 
manage а Match-3 puzzler on the Ds’ 
bottom screen while also controlling 
Henry’s hopping and exploring on the 
upper display. It was an absolute gem 
of a game, even with its under-the- 
radar debut. 

Peter Ong and Ryan Pijai – the lead 
designer and lead programmer on the 
project, respectively - left EA shortly 
after the 2009 release of Henry 
Hatsworth to go make more games in 
that style. The pair formed DreamRift， 
a Florida-based studio intent on 
creating rad 2D games with unique 
twists. Working with Majesco, the first 
game DreamRift made was Monster 
Tale, a Metroidvania that also included 
virtual pet elements - but Monster 
Tale came out the same month the 
3DS did, and wound up being missed 
by many. Following the disappointing 


debut of Epic Mickey: Power of Illusion 
оп 305 in 2012, the team at DreamRift 
has been quiet for over two years. 

That changes now. DreamRift is 
hard at work on Monster Tale 
Ultimate, an improved 3DS port of 
their 2011 DS game. 

If you did miss Monster Tale, then 
let me get you up to speed. You 
control Ellie, a little girl who is lost in 
Monster World, trying to find a way 
home while also saving the day. Ellie 
starts off weak, but slowly builds a 
variety of Samus-like upgrades that 
help her reach new areas and become 
more powerful. The Hatsworth-like 
twist to Monster Tale is that, on the 
touchscreen, you interact with Chomp, 
Ellie’s friendly monster companion. 
You treat Chomp similarly to how you 
would a Tamagotchi: You feed and 
nurture him in order to get him to 
level up, evolve, get more powerful 
and ultimately help you out greatly in 
combat as you traverse the world. 

Monster Tale Ultimate is a substan- 
tial upgrade over the original game, as 


every single aspect of the adventure 
has been revisited and rebalanced. A 
lot can change over four years, espe- 
cially with the glorious power of hind- 
sight. The graphics are upgraded, now 
entirely in lovely stereoscopic 3D. The 
soundtrack is improved on the new 
hardware. All of the gameplay has 
been altered and tweaked, and the 
level design has been added to and 
refined. According to Ong, who is 
directing the upgrade, about half of all 
the level content has been changed to 
some degree - this is no simple 
straightforward port. 

In each world, the team’s added 
completely new rooms and areas to 
explore in addition to the refined 
content from the original. Everything 
has been completely rebalanced for a 
smoother experience. That means the 
major complaint about the original 
version - the backtracking - has been 
addressed with the addition of a new 
shortcut between two worlds that 
were previously disconnected (a major 
source of frustration). On the whole, 
the entire experience just flows better. 
"A lot of the rebalancing has 
nothing to do with difficulty," Ong 
explained. "[It] is instead about 


| 
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making the various components of the 
game more balanced in a manner that 
makes the game more strategically 
interesting." 

For this remastered port, brand 
new art assets were created, with 
every environment featuring revised 
or additional art. To make it a more 
attractive 3D title, eye-popping visual 
effects and more parallax layers were 
added so the world really pops in 3D. 

On the DS, Monster Tale featured a 
fun chiptune soundtrack - but for this 
3DS release, it will feature a full, 
orchestral score. (Though if you prefer 
the old music, you can switch back to 
it at any time.) 

Monster Tale Ultimate will be 
heading to the 3DS eShop in the 
Spring. A retail release isn’t out of the 
question, though DreamRift would 
have to team up with a publisher to do 
make that happen. They still might 
team up with a publisher even on the 
eShop, though! - NEAL 


Editor’s Note: | had the privilege of 
writing the IGN review for Monster 
Tale four years ago, and can vouch for 
its excellence. Keep a close eye on this 
one, everyone! - LUCAS 


Animation Creation 


FOR YEARS NOW Nintendo has 
blessed us with a plethora of amazing 
games that double as creation і0015- 
Mario Paint, the upcoming Mario 
Maker and my personal favorite, 
WarioWare D.I.Y., are prime examples. 
Flipnote Studio 3D for the 3DS is the 
latest of these, and I’m glad it’s finally 
completed its nearly two-year journey 
to be released outside of Japan. 

At its heart, Flipnote Studio 3D isa 
flipbook-styled animation program, 
upgraded from its 2009 DSi predeces- 
sor with 3D functionality. Those 
familiar with the previous version 
should feel right at home with the 
initial use of this app, but there are 
enough newly added bits to make this 
feel like it’s a brand new experience. 

For the uninitiated, there’s a 
learning curve to be surmounted, and 
the barebones instructional anima- 
tions are pretty skimpy on informa- 
tion. But this is where the true fun 
really begins: The more you explore 
and experiment with all of the options, 
the more you'll find that you can do. 

When the app is used for the first 
time, the tool selection defaults о а 
beginner’s set which is ideal for 
helping Flipnote Studio neophytes get 
accustomed to how the program 
operates. The Advanced toolset is 
really where it’s at though, as selecting 
this option opens up an array of tools 
that will expand what can be done with 
your animations. 

The most important new tool is the 
layer maker - it enables the 3D aspect 
to be fully utilized. | highly recommend 
viewing and digging deep into the 
sample 3D animations that come 
bundled with the program, as these 
will give you many great examples of 
how the 3D functionality can be used. | 
was especially impressed by the ani- 
mations of the swimmer and the fly - 
both are extremely simple in their 
execution, but very effective in their 
use of 3D. Up to five different sounds 
can be recorded through the use of the 
built-in microphone, and the 305" 
camera can also be utilized to add pixi- 
lated photos to your Flipnotes, which 
can lead to some truly bizarre anima- 
tions if you’re so inclined. 
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The one 
thing | was 
disappointed 
with involves 
one of the coolest 
pieces of the original iteration: 
Flipnote Hatena. In the previous 
version, Flipnote Hatena was a free 
online community service where users 
could upload their Flipnotes and share 
them with the rest of the Flipnote 
faithful. Unfortunately, all that can be 
accessed currently is a feature that 
allows you to download your previous 
works (if you can provide your Studio 
ID from the earlier version) or 
download other people’s Flipnotes 
from the DSi version (if you can 
provide their Studio 105). 

Luckily, there’s a way to retrieve 
your Studio name in case you can’t 
remember it: going to Nintendo.com 
and searching their "Help" forums. 
Short of viewing them on YouTube, 
there’s no option for accessing other 
people’s uploaded Flipnotes the way 
there is in Japan, with the very 
Hatena-like paid service they currently 
enjoy known as "Flipnote Gallery: 
World." 

Admittedly, you do have the ability 
to upload your Flipnotes - sort of - by 
using the Nintendo 3DS Image Share 
service to post still frames on either 
Facebook or Twitter. (Or you can save 
them as JPEGs to an SD Card plugged 
into your 3DS.) But neither feature 
comes close to replacing the Hatena 
service. 

Another thing which the more 
casual users of the 3DS may find 
annoying is that Flipnote Studio 3D is 
only available as a downloadable gift 
to Club Nintendo users. This has the 
unfortunate side effect of limiting its 
potential user base - we may never 
know about the fantastic artists that 
won't get the chance to use this app 
unless Nintendo decides to add this to 
the eShop as a standard release. 

| greatly enjoyed my experience 
with Flipnote Studio 3D and especially 
appreciate the new 3D options. 
Hopefully one day there will be some 
sort of a groundswell movement to get 
"Flipnote Gallery: World" exported to 
other regions so everyone can join the 
six-color party! - THOR 
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Intergalactic. Planetary. 
SUPER MARIO GALAXY 2 


FIVE YEARS FEELS like longer than it is – at least to my muscle 

memory, as my hands had a hard first few minutes remembering how to 

handle moving Mario around with Wii Remote shakes and Nunchuk nudges after shifting 
back to the all-button control of the GamePad for Super Mario 3D World just a little over 
one year ago. But having to scrape the rust off of my last-gen controller skills was the only 
obstacle І encountered here, playing through the masterpiece Super Mario Galaxy 2 for a 
second time by way of its new Wii U eShop digital re-release. This game was magical half a 
decade ago, and its spectacle still shines today. 

It'd be interesting to learn just why Nintendo decided to re-release Galaxy 2 as the 
flagship product heralding the arrival of these Wii titles in their new non-disc-based form, 
when the first Super Mario Galaxy seems like it would have made more sense to re-present 
first. Perhaps this game is just grander? More epic, more grandiose in scope? It certainly 
feels that way. Not that Galaxy 1 was in any way small, but Galaxy 2’s addition of Yoshi and 
several more power-ups - while retaining the items introduced іп its predecessor - makes 
this adventure feel incredibly varied. You're always doing something new. Nearly each and 
every level has some fresh gameplay concept you’ve never seen before, or at the very least 
a unique visual style that sets it apart from all the other stages in the game. 

And there are dozens of them - from cosmic bowling alleys that you roll through in the 
boulder-transformed Rock Mario suit to beaches where you're having to avoid slipping into 
the water to keep your platform-generating Cloud Mario costume dry; from sheer vertical 
walls that you race up while riding a Yoshi who's just ingested a fiery Dash Pepper to tenta- 
tive, take-your-time ghost houses where you have to illuminate safe spots to step on with 
the help of Yoshi’s Bulb Berries. You're constantly met with intriguing, unique challenges - 
so much so that the вате” hard to put down, as you'll always want to know what’s next! 

Super Mario Galaxy 2 is only five years old, and there’s a strong chance you already have ORIGINAL RELEASE: Wi 2010 
it on disc. But if you don't, it’s a masterpiece that you must own immediately! - LUCAS PUBLISHER: NINTENDO DEVELOPER: NINTENDO EAD TOKYO 


Return of the Mac 
PUNCH-OUT!! 


ONE OF THE best aspects of Nintendo’s Virtual Console service is that it 

gives fans a second chance to own and play great games they missed the first time around 
- and, full disclosure, | totally missed this excellent remake/sequel in the Punch-Out! series 
when it first arrived on Wii in 2009. My brother got a copy; | played it some over at his 
place. But | never took the time to fully put it through its paces. 

Until today! I’ve now been able to truly jump in and discover firsthand the incredible 
heart and amount of pure respect for the original source material the developers at Next 
Level Games poured into this project - it’s no wonder Nintendo keeps entrusting them with 
more and more prominent IPs to work with, because they absolutely understand how to 
take the essence of an older gameplay formula and bring it back to life in modern day. 

Punch-Out! is pure, distilled old-school pattern recognition and strategic timing. Just as 
in the NES game a quarter-century ago, here you must keep a sharp eye on your oppo- 
пеп 5 visual cues, waiting for the telltale wag of an eyebrow or curl of a lip that indicates 
an attack is about to be unleashed upon you. Then, having read the hint correctly, it’s up to 
you to react immediately with the appopriate countermeasure - either dodging out of the 
way, blocking the assault with upraised gloves or literally beating them to the punch by 
unleashing a fast jab of your own. You can attack high or low, and at certain moments 
landing a blow will award you with a star - you can then spend saved-up stars to trigger 
over-the-top uppercuts that are sure to send your enemy to the mat (or at least knock a 
good, significant chunk off his health meter, if your attack strikes true). 

Punch-Out!!’s gameplay would be engrossing on its own, but the colorful array of oppo- 
nents really puts this package over the top - Glass Joe, King Hippo, Piston Hondo (not 
"Honda" any more, mind you) and even the one newcomer, Disco Kid, are all vibrantly 
Е ORIGINAL RELEASE: Wi, 2009 animated and packed with personality. You won’t find a better rogues’ gallery anywhere. 
PUBLISHER: NINTENDO DEVELOPER: NEXT LEVEL GAMES I missed Punch-Out!! in 2009, but now I’ve made it right! You should too. - LUCAS 
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“Meta Ridley 


A Prime Deal 


METROID PRIME TRILOGY 


LET’S DO THE math: When each of 
these games was originally released, 
we paid $60 apiece to buy them. So 
$180 total. When Metroid Prime 
Trilogy compiled them all together 
on one Wii game disc in 2009, the 
MSRP for the package was $49.99 – 
breaking down the cost per game to 
$16.67 apiece. A killer deal already. 
But then we come to this release, the 
eShop re-launch of Trilogy in digital 
form. For its first week on sale 
earlier this year, it went for just $10. 
Ten dollars, people! That’s $3.33 a 
pop for three of the greatest games 
Nintendo’s ever published, every опе 
of them a masterpiece. If you owned 
a Wii U this past January 29 and you 
didn’t jump all over this deal, a 
Metroid must have leeched the sense 
straight out of your brain. 

Or maybe you owned it on disc 
already. But even still, having access 


Е ORIGINAL RELEASE: Wii, 2009 
WGN PUBLISHER: NINTENDO 


DEVELOPER: RETRO STUDIOS 


to all three of these modern classics 
all the time - readily launchable 
right from the Wii U menu - is worth 
the cost of the double-dip itself. 

Metroid Prime blew GameCube 
owners away when it first debuted in 
2002. Leading up to its launch, many 
fans were skeptical about how the 
sidescrolling exploration series 
would translate into what looked just 
like all the other first-person 
shooters of the era - but putting the 
camera inside Samus’ helmet proved 
to be a stroke of genius. Stalking 
through darkened corridors, 
scanning every inch of every envi- 
ronment for hints of hidden secrets 
and facing off against famous foes 
like Ridley and the Space Pirates 
actually face-to-face was exhilirating 
— апа it still is today. 

What’s more, since this release is 
using the 2009 Wii update of Prime, 
it looks even better than it did then – 
everything’s in widescreen, and 


while the Wii U emulation doesn’t 
bump the resolution up into HD terri- 
tory, its 480p presentation is crisp 
and clean. 

Beyond the visuals, this updated 
edition also replaced the original’s 
all-button control scheme with Wii 
Remote and Nunchuk controls - and 
though they take some getting used 
to, | found myself adapting quickly as 
1 set out to replay the entirety of 
Prime. | was excited to re-experience 
it – and it absolutely holds up. All 
Nintendo fans should play Metroid 
Prime to completion. 

| was even more eager to give 
Metroid Prime 2: Echoes another go, 
but | felt like | couldn’t get into that 
one as much here іп 2015 as | first 
did a decade ago. Something about 
its pacing seems off now. | appreci- 
ate its unique dark world/light world 
exploration and even the mechanic 
that forces Samus to seek safe 
havens of light when on the "evil" 
side of the planet Aether - but 
Echoes has always been regarded as 
the least engrossing of these three, 


and playing with new controls ona 
new system wasn’t quite enough to 
help it hold my interest for a full run 
again. 

But then things are rounded out 
by Metroid Prime 3: Corruption, 
which is more pure brilliance. It’s 
unchanged from its original release 
(it was the game that introduced Wii 
control to the series in the first 
place), but its world-expanding story 
that actually gives Samus other 
hunters and humans to interact with 
is wonderful to revisit today, particu- 
larly in the wake of the way the 
sequel-that-shalled-not-be-named 
handled similiar interactions. 

If you didn’t download this trio for 
$10, you missed a prime deal – but 
even its normal price of $20 in the 
Wii U eShop now is spectacular. 
That’s just 11.11% of what these 
games were when they were brand 
new! Come on, people! Do the math! 
- LUCAS 
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Attack the Stack 


IF POKEMON SHUFFLE'S moderntake on matching 
puzzle pieces to battle against rival monsters isn’t quite 
to your liking, there’s a great older option also available 
through the 3DS eShop in Pokémon Puzzle Challenge. 
This is one of Nintendo’s many reskins of "Panel 

de Pon" – you might also have seen it branded as 

Tetris Attack or Puzzle League in the past. The 
Pokémon layer of paint applied here works quite 

well, though - it makes the battles make more sense 


The Monster Match 


than when Yoshi hurled eggs at enemies on the SNES. 
Gameplay sees you controlling a cursor that scoots 
around the playing area and swaps the positions of two 
side-by-side tiles. You aim to build stacks or rows of like- 
colored tiles (three or more, of course), and hopefully 
also set up chain reactions to score extra points and hit 
your opponents for extra damage. Once your foe’s HP is 
depleted, you win and move on to the next stage. 
There are several different modes to explore here, 
and even without the Pokémon elements the 
gameplay would still stand on its own. - LUCAS 


NORMAL 
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NINTENDO INTELLIGENT SYSTEMS 


POKEMON SHUFFLE IS Nintendo’s latest 
foray into the world of free-to-play games. This 
is not an avenue that many Nintendo fans 
would like to see the company take, as free-to- 
play games are largely considered to be 
shoddily made money-grabs. With that said, 
you most likely know that this isn’t the first title 
from Nintendo to tackle the no-payment-up- 
front idea, as games like Rusty’s Real Deal 
Baseball hopped on that trend first. But Rusty 
took free-to-play and tried some really unique 
things with it – letting you haggle over prices 
when purchasing new content, for example. It 
took "free-to-play" and turned it into a unique 
adventure. 

Pokémon Shuffle goes about as far in the 
opposite direction as possible. It’s as straight- 
forward and unoriginal as a free-to-play game 
can be - take out the Pokémon characters and 
this title would match up with any of the 
hundreds of Match-3 puzzlers you can find 
crowding the app stores of 105, Windows or 
Android mobile devices. 

Match-3 puzzling is the easiest type of 
gameplay to present to players of any skill level 
- you simply line up three or more of the same 
objects on the screen, then watch them disap- 
pear. Clear the board and you’re a winner! Then 
you move on to the next stage. 

For all intents and purposes, Pokémon 
Shuffle does exactly that - the only differences 
come into play through its inclusion of some 
signature Pokémon series mechanics. If you’re 
familiar with the battles of the Pokémon fran- 
chise in traditional games, you’ll appreciate the 
similar elements tucked away here. 

While you're still matching three of the same 
kind of Pokémon heads in а row, you’re doing 
so with the objective of defeating another 
Pokémon. The Pokémon you're trying to defeat 
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and capture is presented on the top screen, 
while the Match-3 playing field is on the touch- 
screen. You chip away at your opponent's 
health by making matches, and Pokemon types 
also matter when you're "battling." A match of 
three Squirtle heads will do more damage to a 
Charmander than a match of three Bulbasaurs, 
for example, due to water doing more damage 
to a Fire-type than a Grass-type. The objective 
is to defeat the Pokémon and then hopefully 
catch them, which lets you add them to your 
roster and bring them into future fights. 

Now for the free-to-play aspect: You have to 
clear each stage in a certain amount of moves. 
If you don’t, you'll have to give it another shot, 
but each time you play a stage you have to 
spend a Heart. That Heart gets spent whether 
you win or lose, and you start out with just five 
of them. After those are spent, you have to 
wait half an hour for a new Heart to be given to 
you. Either that, or you can spend real-world 
money to buy more Hearts, or other items that 
could help you earn Hearts quicker - which 
means you'll either find yourself spending a lot 
of cash quickly to play, ог you’ll have a ton of 
downtime while you wait for Hearts to arrive. 

There’s fun to be had with Pokémon Shuffle, 
but your patience will be tested when playing 
it. You'll find that you very quickly plow 
through your stock of Hearts, even if you win 
every battle. That means that after 20 minutes 
of playing (if that), you'll be forced to wait 30 
minutes to rebuild just one more pass to play 
one more stage. (Either that or pony up some 
cash.) If you have the patience of a saint and 
like the pick-up-and-play experience, Pokemon 
Shuffle might be perfect for you. If you don’t 


like the idea of being nickel-and-dimed to expe- 


rience puzzling at a normal pace, this game’s 
sure to get your blood boiling. - KEVIN C. 


Meck Power 
Power af 4 


Attacks do more damage when 
you make a match of four. 
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Tingle, Tingle! Kooloo-Limpah! 
HYRULE WARRIORS: 
MAJORA’S MASK PACK 
WITH THE MAJORA’S 


MASK DLC pack, you’ll be able to play as two new characters - 

and both are certainly special. First up, there’s Young Link. He 

comes equipped with the Kokiri Sword and is capable of slicing 

and dicing with it, but he’s also got flashier tricks up his sleeve: You can use the 
almighty Triforce Slash to fell enemies in groups, and his Ocarina of Time can 
change SP into magic. Once his magic bar is filled up, he’ll transform into 
Fierce Deity Link and destroy everything in his path! Every step of the way, 
Young Link is crazily overpowered - and | love that. 

And then there's Tingle. "Silliness" is the key word for this 35-year-old 
wannabe fairy – he’s an enjoyable oddball who brings all sorts of chaos to the 
battlefield, and | can only encourage everyone to witness his specific brand of 
insanity firsthand. He can fly with his balloon. He can cause his opponents to 
explode in huge bursts of color. And іп a callback to his Zelda series spin-off 
games like Freshly-Picked Tingle’s Rosy Rupeeland, he can also snatch a huge 
sack of rupees out of nowhere and slam enemies into oblivion with it. 

My favorite thing ever, though, is his magic attack: He gives his foes a fatal 
kiss of death and then caps it off with a little dance. Tingle is truly the weirdest 
hero who could have been added, but somehow he doesn’t seem out of place! 

Next to this madness, there’s naturally a new adventure map. It adds the 
terrifying "72 hour" time constraint from Majora’s Mask – when that time hits 
zero, the entire thing will reset. (You won't lose your ranks, weapons or items, 
but it’s certainly a struggle to work yourself back up.) The map is somewhat 
smaller, which is a slight bummer, but it contains a solid number of surprises. 

This DLC pack also unlocks three costumes: Impa and Sheik get their classic 
Ocarina of Time attire added to their wardrobes, while Lana dresses up like 
Skull Kid, which is hilarious and wonderful all at once. 

The Majora’s Mask pack is my favorite out of all the Hyrule Warriors DLC 
options - it ticks all the right boxes for me. Don’t miss it! - DAAN 


PUBLISHER: NINTENDO 


waned DEVELOPERS: OMEGA FORCE & TEAM NINJA 


The True Form of the Evil King 


HYRULE WARRIORS: BOSS PACK 


OUR JOURNEY WITH Hyrule Warriors has come to an end, and that’s a 
rather bittersweet thing. The game’s splendid amount of content kept us going 
for quite a while – months beyond its retail release - and you would question 
how Omega Force could even possibly top it. Maybe that’s why this final DLC 
update is a bit more humble, both in scope and price. (It’s just $2.99.) 

The Boss Pack offers two new Challenge Modes to sink your teeth into. The 
first set of challenging tasks sees you battling various formations of the bosses 
in the game. It starts out easy enough, but soon the game will be mixing all 
sorts of creatures together. The whole thing becomes a true test of your skill as 
you'll be attacked from all sides. | don’t feel like spoiling the challenges too 
much, as that would take the fun out of exploring them. That said, you'll get 
some additional costumes as a reward for going through all the missions on 
offer. You'll make Link, Zelda and Lana certainly happy with your efforts! 

The second set of challenges are rather special, and this is mostly for a 
single reason: You'll be fighting as the ultimate beast version of Ganon. It’s as 
glorious as it sounds. Ganon plays differently from any other character in the 
game, and you might say, "That isn’t really surprising." Апа I’d agree, but 
playing as him is an absolute blast. While his movements are somewhat slow, 
his attacks are all sorts of brutal. He throws gigantic blasts of energy at his 
opponents and slashes through enemies with ease. (My favorite thing to do as 
Ganon is rushing through the stage with his special attack, which sends all 
enemies directly around him packing.) 

By completing the challenges here, you'll not only unlock costumes for the 
villains, but also an interesting final mission involving chickens! (Shhh... it’s a 
secret to everybody.) 

The Boss Pack was a fun, little ride. While | wish it was a bit more packed out 
with even more content, what is included is interesting and delivers 
brand new ways of tackling the game! It’s a fine finale for what 
has been an impressive DLC array overall. - DAAN 
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Fantastic Voyage 


FEW GAMES ARE more deceptive than 

Fantasy Zone. The pastel graphics, bubbly soundtrack and 
whimsical lilt of the title itself would fool any casual 
observer into assuming it’s gentle amusement for the 
younger set - but anyone who's played this Sega classic 
before would likely hold a darker impression. 

You control the sentient spaceship Opa-Opa in order to 
destroy ten enemy bases followed by a boss in eight pro- 
gressively more manic stages. Coins dropped by baddies 
can be used to buy better weapons, faster engines and 
extra lives, although all your acquired goods will vanish 
should you die. Save for the engines, the price of each item 
increases after every purchase - it’s best to refrain from 
buying the biggest guns early on, especially since primary 
weapon upgrades expire after 30 seconds. 

In its original form, Fantasy Zone had to be cleared in 
one credit - continues were nonexistent. M2’s conversion 
alleviates this by adding a stage select menu - there аге 
also save states as an additional safety net. Collected coins 
get added to a bank from which you can withdraw before 
the start of a new game for an instant shopping spree. And 
with stereoscopic 3D, making out tiny enemy bullets is 
much easier. But even with these concessions, make no 
mistake: Fantasy Zone is still brutally difficult. 

By banking enough coins, you can extend weapon time 
and increase coin values; by satisfying specific conditions, 
two bosses will be replaced by their Master System-exclu- 
sive counterparts. Furthermore, when you clear the game 
once, you can replay as Opa-Opa’s palette-swapped brother, 
Upa-Upa, who uses a different shop system - weapons can 
be selected оп the fly on the touchscreen, but you'll be 
charged for each second of use. 

3D Fantasy Zone may sting at times, but at least now you 
have enough ointment to soothe the burning. - TONY 
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Finally Rekindled 
seco, BREATH OF FIRE 


CLASSIC SNES Breath of Fire II hit the Wii Virtual 
Console in August 2007 - but its predecessor, Breath 
of Fire, just came to the Wii U VC a few weeks ago. 

Why the eight-year gap? The three screens of 
copyright information that precede Breath of Fire’s 
title screen should be a clue. Though the game, its 
story and its characters are the work of Capcom, 
Square Enix (still the humble Squaresoft during the 
SNES era) handled the game’s marketing, distribu- 
tion and localization. Surely Capcom’s lawyers 
needed to work through several layers of copyright 
chaos before they were allowed to finally put Ryu’s 
premiere adventure on the Virtual Console. 

It’s a good thing they did, too. Breath of Fire is a 
pretty basic Japanese RPG (JPRG), but its interesting 
characters carry it through its dry spots. It’s also the 
debut of what was once Capcom’s most respected - 
and, eventually, experimental - series. 

Breath of Fire kicks off the saga of strife between 
the Light Dragon Clan and Dark Dragon Clan, wars 
that eventually cause a ripple effect across the 
series’ timeline. The Dark Dragons seek to awaken 
the mad goddess Tyr, and Ryu, one of the last 
remaining members of the Light Dragon Clan, sets 
out to put a stop to that noise. 

Veterans of 16-bit JRPGs won't find anything mys- 
terious about Breath of Fire’s mechanics. Encounters 
are random, battles are turn-based and the usual 
menu choices - fight, magic, item - are on-hand. 
Ryu eventually gains the power to become a dragon 
and dish out pain in battle, which is awesome. 

The Breath of Fire series hosts a bunch of 
animal-based races, many of which accompany Ryu 
on his adventure. There’s Bo the wolf-man archer, Ox 
the bovine warrior and Gobi the fish merchant, 
amongst others. Nina, the angelic princess of 
Windia, also makes her debut as a magic-slinger. 

Though Breath of Fire is an important piece of 
gaming history, it chafes at times. The game’s menu 
is ridiculous, and using a simple item means digging 
through several pages. Boss battles are slow and 
usually involve chipping away the bad guy’s health a 
tiny bit at a time. Random encounters are frequent, 
and running away rarely works. 

Moreover, even though it has animated sprites, 
Breath of Fire’s graphics are unattractive. It’s 
amazing what a leap Breath of Fire II was over its 
predecessor’s simplicity. 

Breath of Fire doesn’t touch the majesty of 16-bit 
role-playing classics like Final Fantasy МІ or Chrono 
Trigger. However, if you’re a fan of old-school 
JRPGs, Capcom’s debut dragon 
tale isn’t objectionable. You 
get to travel the world with 
a dragon, a princess, a wolf 
and an ox, and that’s pretty 
ОК. - NADIA 
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А Fistful of Dollars 


IT’S BEEN EXACTLY two years since we 
reviewed the first Gunman Clive back in just 
our second issue, and just as the original was 
then, this sequel remains a love letter to the 
action/platforming games of the past. In fact, 
the Mega Man-esque feel of the game is 
rather apt, as some of the evolution of 
gameplay found in Gunman Clive 2 feels 
similar to what the Blue Bomber’s franchise 
went through in its jump to Mega Man 2. 

Gunman Clive 2 swaps out the damsel-in- 
distress trope for a tale of revenge after a 
western town is razed to the ground by the 
bandits from the first game. You can once 
again take up the role of Clive, who has your 
standard running, jumping and shooting abili- 
ties covered; Ms. Johnson, who can float ina 
manner not unlike Princess Peach and seems 
to fire a little faster, but at the cost of not 
being able to move while doing so; and 
Chieftain Bob, a Native American who forgoes 
firearms in favor of a spear that trades ranged 
fighting for melee power. (There’s also а 
fourth character who should be familiar to 
those who beat the first game, unlockable just 
like before.) 

This time around, everything is much more 
dynamic. The graphics are more colorful while 
not betraying the series’ roots, generally 
giving each character, obstacle or element a 
single defining color and some outlines/ 
shading to help distinguish them from one 
another. As Clive (or your hero of choice) 
pursues the bandits’ leader, Пе"! be taken far 
from his western roots to exotic locales, 
including some Asian-styled levels filled with 
ninja assassins and a tropical island inhabited 
by dinosaurs. 

There are more setpiece-style sequences 
this time as well, with the aforementioned 
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dinosaur stages featuring a 

tyrannosaurus who pursues you in a fashion 
very similar to the T-Rex robot from Mega Man 
7 and the Mecha Dragon from Mega Man 2, 
acting almost as a hybrid of the two while still 
feeling unique as well. 

Another new element comes in playing 
with gravity, as Clive and company will come 
across level sections in which they'll have to 
jump along upside down and circular plat- 
forms to progress. Unlike Mega Man 55 
Gravity Man stage, however, these portions 
maintain a strong presence throughout the 
rest of the game following their introduction. 

Gunman Clive also finds himself riding 
several different vehicles and animals over the 
course of this adventure. Some portions take 
place from a sidescrolling perspective, as you 
ride atop pandas or a triceratops, while others 
take full advantage of the Nintendo 305% ste- 
reoscopic 3D feature. While some of these - 
like the horseback riding - feel perfectly 
suited to the game, others – like the flying 
portions - feel just a little rougher around the 
edges. 

If there’s one thing to be said about 
Gunman Clive 2, it’s that besting the bandits is 
no easy task - even on Easy, one of the three 
difficulty levels provided at the outset. 
Fortunately, you have no limit of lives, thus 
allowing you the opportunity to experiment 
with and analyze your approach as you go, 
figuring out what works best in order to 
proceed. 

The original Gunman Clive came as a 
"Recommended" title, and we can do no less 
for its sequel. Even at a dollar more, the value 
and quality for the price is tremendous, and if 
уошме got an itch for some old-school plat- 
forming action with a unique aesthetic that’s 
old-school in a whole other way, then we 
really cannot recommend this latest Clive 
adventure enough. - DAVID 
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Aerial Arcade Action 


AS MUCH А 3D rollercoaster-like thrill 

ride as it is a video game, 3D After Burner 11 

is an all-new portable adaptation of the classic 

After Burner II coin-op cabinet that first arrived in arcades 
in 1987. It’s an on-rails shooter (think Star Fox) that places 
you in the cockpit of an F-17 fighter jet as you blast through 
wave after wave of enemy combatants. But unlike Fox 
McCloud’s adventures, your F-17 controls a bit more wildly 
than an Arwing as you bank and sometimes spin in different 
directions - with the jet remaining more or less stationary 
while the background twists and turns to accommodate 
your piloting. 

It’s fast. It’s frenetic. It’s a lot of fun. 

It’s also true to its quarter-munching arcade roots, as 
you'll occasionally find yourself encountering a squadron of 
enemies who just seem to have your number, bringing you 
down in a glorious pile of flaming wreckage. Fortunately, 
the port-masters at M2 compensated for this old-school 
developer mindset with a number of features added to 
enhance the game, including the ability to adjust difficulty, 
continue near infinitely and even select from stages you’ve 
visited previously, including whichever one you might have 
last died on before putting the game down for a bit. 

These features extend to an insane amount of loving 
care and attention toward recreating the arcade experi- 
ence. In addition to the newly enhanced 3D visuals, there 
are numerous settings to tweak and toggle to emulate the 
rolling piston-powered arcade cabinet, right down to the 
sound of the arcade machine's buttons being clicked as you 
press those on your Nintendo 3DS. 

3D After Burner II is not а deep game іп the slightest, 
but it is a lot of fun and great for quick pick-up-and-play 
sessions. - DAVID 
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Lines Leaping to Life 
meossenveor мама BLEK 


the colored circles on the screen without hitting any of the 
black circles - only you’re not drawing a complete line, but 
rather a small line segment that then echoes itself across 
the screen over and over again until, as | said, it hits all the 
colored circles and you win (or hits one of the black ones, 
and you lose). 

Picture it like this: You write a cursive letter "e." When 
you lift the stylus off the touchscreen, another "e" is auto- 
written into place beginning with where you ended the first. 
Then another, and another. Perhaps the loop of the letter’s 
strokes let it wrap around black circle obstacles and avoid 
them, while making contact with colors; perhaps you mess 
up and have to try to craft a different stroke of the pen that 
will result in a squiggle that can thread all the needles. 
There’s no wrong way to solve each puzzle as long as you 
don’t hit the black circles. Creative players will discover 
unlimited solutions and strategies, and some might solve 
puzzles in ways the game’s designers never thought of. 

Blek starts simply, giving you time to understand its 
mechanics. But after its first 20 puzzles, the complexity and 
difficulty ramp up dramatically – you'll need to become 
more creative and careful with how you draw your lines. 
Every line needs to be drawn delicately and planned out 
strategically. Weaving around black circles is tricky because 
it only takes one wrong move to mess everything up. 

Blek walks the fine line (no pun intended) between video 
games and art since it takes a very minimal and abstract 
approach. Perhaps this approach is what makes Blek so 
intriguing? There are no menus or option screens to tinker 
with. There are no high scores, point systems or colorful 
characters. The game starts abruptly without explanation, 
and even the graphics and sound are purely minimalistic. 

Blek was initially released on mobile platforms like the 
iPhone and iPad, but it feels right at home on the Wii U 
GamePad. Drawing оп the Wii U GamePad’s touchscreen 
feels smooth and responsive. There’s a lot of trial and error 
in the mechanics, and Blek asks you to be patient and stra- 
tegic with how you approach each puzzle. One big negative 
about Blek is that you can’t skip to the next puzzle if the 
one you're on becomes too frustrating - and yes, there are 
plenty of those moments. 

Blek isn’t for everyone, and I’m sure it will divide some 
Wii U owners. But if you approach the game with the right 
attitude - and accept the game’s minimalistic approach to 
game design - then you might find it to be 
one of the best puzzle games available in 
the Wii U eShop. - EMILY 
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Xbox Homage 


THE MAIN SELLING point of Ironfall 
Invasion is that it’s a third-person shooter on 
the 305-а genre which the handheld 
severely lacks. Ironfall Invasion is Gears of 
War Lite, similar to how VD-Dev’s previous 
game, С.О.Р. The Recruit, was Grand Theft 
Auto Lite. Both games share many of the same 
issues and problems: bland and boring 
gameplay, a weak story and characters that 
you won't care about. 

Games created by VD-Dev seem to always 
feel like elaborate tech demos rather than 
fully realized experiences with actual depth; 
Ironfall isn’t any different. IronFall is techni- 
cally impressive, with smooth 60 frames per 
second visuals and a level of polygonal detail 
that rivals anything else available on the 3DS 
- but the wow factor of the graphics slowly 
wears off after you play it for longer stretches 
of time. 

First and foremost, | don’t recommend 
playing Ironfall оп an old 305, unless you own 
a Circle Pad Рго- controlling the camera with 
the touchscreen feels uncomfortable and 
lining up shots never feels very accurate. If 
you play the game on a New Nintendo 3DS, 
though – which | do highly recommend – then 
you can use its built-in C-Stick and new 
shoulder buttons for improved control. 
(Improved, but still far less than stellar – even 
with the new C-Stick, it takes some time to 
adjust to how Ironfall handles.) 

| was disappointed with the enemy А.І. in 
the single-player campaign. There were 
multiple occasions when generic enemies 
would run in the complete opposite direction 
of my character, or they'd just rush at me with 
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a suicide wish. Enemy 

movements are extremely 

predictable, and the only times when | felt 
challenged were the times when the вате? 
shoddy controls got the best of me. (Oh, and 
sometimes enemies take a ton of hits before 
finally going down.) Otherwise, the enemies in 
this game are as dumb as a box of bricks. 

Furthermore, it doesn’t matter if you shoot 
an enemy in the head or somewhere else, 
because they'll absorb the same amount of 
damage regardless. | should mention that the 
game has a cover system, but you'll constantly 
find yourself in blind spots or shooting at 
barriers as a result of that. 

The story is incredibly generic, and charac- 
ters walk around like cardboard cutouts with 
zero personality. The lines of dialogue are 
poorly written and the voice acting is pretty 
laughable. But maybe that’s the entire point? 
Perhaps they wanted to capture the feeling of 
а B-rated action movie with cheesy dialogue 
and а story that doesn’t require audiences to 
think? | can’t speculate on whether the story 
is satire, but | found myself laughing at the 
cheesiness of it all. 

For all its faults, there’s still fun to be had 
with Ironfall. Its multiplayer is much more 
enjoyable than the single-player campaign, 
since you aren’t dealing with brain-dead А.І. – 
you're dealing with real human beings. (The 
only hangup is that New 3DS owners may have 
an unfair advantage over "old 3DS" players.) 

If you can accept Ironfall as dumb fun, then 
you might derive some enjoyment from its 
multiplayer – but it has too many issues to 
fully recommend it. The experience of Ironfall 
is so bland and generic that it feels like some- 
thing that doesn’t belong in the 3DS eShop. 
There’s a higher standard here. - EMILY 
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Party of One MARIO PARTY ADVANCE 


MARIO PARTY НА5МТ undergone a lot of changes throughout its decade- 
and-a-half history, but Mario Party Advance was the first attempt to bring the 
series to the portable universe. As you could probably guess, the experiment 
didn’t go off without a hitch. 

Point blank, the experience is pared down to focus primarily on a more 
adventure-like approach for one player. The "board" setup still exists with 
dice-rolling to maneuver around, but you'll have a few more options at your 
disposal in terms of where to go. Acting as one giant game map, Shroom City is 
sprawling, with plenty of warp pipes and unique areas to explore. While moving 
about the universe you'll occasionally stop and smell the roses by playing 
minigames and unlocking new "Gaddgets," which are basically micro-games. 

It’s a neat setup, especially since there’s some actual story involved this time 
other than finding out "who the real Superstar is." Unfortunately, the vast 
majority of minigames are uninspired, seemingly as a result of cramming so 
much into one Game Boy Advance cartridge. The rate at which you encounter 
these games is severely impacted by the game board’s setup as well, since 
menial tasks outweigh actual game spaces. 

Multiplayer, the heart and soul of the Mario Party franchise, is sorely lacking 
in Advance. In short, the game is mostly a solo affair, as only a small handful of 
its games support multiplayer. And since the Wii U version doesn’t support Link 
Cable play at all, а lot of the game is completely lost to the abyss - "pass and 
play" options just don’t feel the same. While it’s great that fans are able to 
access a game they might not have been able to otherwise, it definitely stings. 

There’s one more inclusion that actually makes Advance ten times more 
interesting - a real-life board game that can be played in tandem with the 
game. Through an inconspicuous menu option called "Bonus Board," players 
can access a dice roller and minigame selector. Up to four players take turns 
rolling the dice, moving about the board and, if necessary, trying their luck at a 
game of chance to win it all by picking a star or enacting a minigame challenge. 

Most of the games involve everyone taking up a piece of the Wii U GamePad 
and sharing the space to manipulate objects on the screen. It’s all very rudi- 
mentary, as the strategic depth usually ranges from "mash your button" to 
"press your button occasionally," but it’s a very interesting experiment and 
worth playing at least once with a group of open-minded friends. 

Since the Wii U version is obviously digital, you'll have to locate and print off 
your own board - but so long as you do that, И work perfectly. Personally, | 
played it with a group of friends directly on an iPad after bringing up an image 
of the board. 

Despite the addition of this hidden gem, Mario Party Advance is a letdown 
considering that the DS and 3DS iterations can easily be played on 
current hardware. Unless you're a Mario Party fanatic who 
wants to try out a lost relic, it’s not worth raging at. - CHRIS 
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Meet the Green Wonder 


SUPER MARIO WORLD: SUPER MARIO ADVANCE 2 


SUPER MARIO WORLD is hotly contested as one of Mario's greatest games 
of all time, typically in the running with Super Mario Bros. 3. However, much 
like Super Mario Advance before it, Super Mario World: Super Mario Advance 2 
is а game which should serve as a definitive version - were it not at odds with 
the limitations of the Game Boy Advance hardware it was originally made for. 

In particular, take note of the music. It could be argued that Super Mario 
World’s soundtrack is more memorable for the way its tunes are written than 
how they actually sound, and as such, this version doesn’t suffer as heavily for 
it. That said, there are times when its shortcomings become painfully apparent, 
such as when entering the Valley of Bowser and hearing what was once а 
menacing tune become occasionally punctuated by what sounds like flatulence. 
Compared to its GBA predecessor, though, there are some improvements to 
behold as well. For one, the camera is a far less jerky hindrance than in Mario’s 
remixed Subcon adventure, and the inane chatter is reduced considerably. 

The meat of the game is where the changes truly shine. In addition to the 
standard inclusion of the classic Mario Bros. (minus its multiplayer, sadly), 
there are numerous tweaks to the core adventure to bring it a little more in line 
with what you'd expect from Mario games nowadays. One such feature is the 
collection of Dragon Coins - in the Super NES game, collecting five of these ina 
stage granted you a 1UP, and that was that. Now, however, the game has them 
placed in all stages (including castles and ghost houses, which have been 
adjusted to compensate for the new inclusion) and it keeps track of how many 
stages in which you've found the complete set. Then, once that’s done, the 
game replaces them with new Peach Coins for you to collect. 

There are other more minor changes, such as how the post-game "autumn" 
content is handled, but the biggest draw for this version has to be the former 
Player 2, Luigi. With no multiplayer as in the Super NES game, one player now 
guides both brothers through the dangers of Dinosaur Land, switching as nec- 
essary before entering a stage - only now Luigi is more than а mere palette 
swap. Much, much more! 

True to his Super Mario Bros. 2 form, the Green Wonder can now jump 
higher than his older bro, but at the cost of being a bit more slippery to handle. 
Beyond that, it seems everything he touches reacts differently as well: Fireballs 
bounce higher, coins spill out of blocks all at once and, most impressive of all, 
Yoshis no longer swallow an enemy immediately upon chomping down; instead, 
they hold the enemy in their mouth for several seconds, allowing the player to 
spit it back out with all the ferocity of a ricocheting Koopa shell. 

Despite the shortcomings of the original hardware, there’s enough 
going on here to make Super Mario Advance 2 worthwhile for 
any fan of Super Mario World. - DAVID 
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NINTENDO IS NO stranger to puzzle 
games. They’ve created some of the finest 
puzzle experiences you can get on tradi- 
tional platforms. Their legacy in the puzzler 
world is certainly cemented, but that 
doesn’t mean they’re done with the genre. 
Case in point, the release of Mario vs. 
Donkey Kong: Tipping Stars. Yes, once again 
we're seeing Donkey Kong kidnap Pauline, 
all in the name of puzzling action. The 
question is, does anyone out there care? 

There are indeed a few notable things 
about this latest entry in the Mario vs. 
Donkey Kong franchise. First up, Tipping 
Stars is the first publicly released first-party 
game built on Nintendo’s Web Framework. It 
went from a proof-of-concept display at the 
2014 Game Developers Conference to a full- 
fledged release in about a year. It also 
happens to be both a Wii U and 3DS game. 
Better yet, Nintendo is finally moving into 
cross-buy territory, giving you one version 
of the game for free when you buy the 
other. 

Two notable details there, but the biggest 
focus of Tipping Stars comes from the level 
builder. This is actually where this Mario vs. 
Donkey Kong outing got its subtitle. While 
there is a full single-player campaign, it’s 
clear that this title was created with the 
intention of fans around the world crafting 
their own puzzles. Tipping Stars allows you 
to create your own levels with all the puzzle 
trimmings, then share the creations via 
Miiverse. Other users can grab your cre- 
ations, play them and rate them by "tipping" 
you stars - rewarding designers the way 
you’d reward a waiter for great service. The 
more stars you get for your work, the more 
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visibility your levels 
will have. 

With level creation 
being an absolutely huge part of Tipping 
Stars, your overall enjoyment of the title 
may depend on what others create. If you’re 
not a big level editor fan, you’ll constantly 
be on the hunt for new puzzles from fans 
around the world. As said above, you'll 
easily be able to find the cream of the crop 
through the tipping aspect. Tipping even 
allows those creators to use their earned 
stars to buy new creation items to make 
more complex levels. As you can see, this 
community aspect is going to be crucial to 
Tipping Stars’ staying power and fun. 

As for the single-player content, it’s 
pretty much what you’d expect from а Mario 
vs. Donkey Kong game. There really hasn’t 
been a great deal of innovation in the series 
for a while now, and Tipping Stars continues 
that tradition of non-innovation. You'll still 
get great puzzles and unique uses for all the 
items, but you're not going to come across 
any new gameplay element that feels 
extremely fresh or really wows you. The 
entire single-player lineup is certainly ser- 
viceable, but fans of the franchise might be 
looking for a bit more by now. Perhaps 
that’s why Tipping Stars is a budget-priced, 
online-only release in most of the world. 

If gamers flock to Tipping Stars and 
really embrace the level creator, we could 
see a thriving community that provides tons 
of innovative levels for years to come. If 
people skip the game, you’re stuck with 
another by-the-numbers sequel in this 
long-running series. But as long as you know 
what you're getting into, Tipping Stars is a 
fine experience ... that might end up being 
a great one. (Or might not.) - KEVIN C. 
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RECRUIT THE UNOVA STARTERS 


WERE STAR FOX! 


HOW DO YOU audition for the gig of becoming the new developers for 


Nintendo's Star Fox franchise? You do something like this - re-creating FANS FAMILIAR WITH Pokémon games know all about their semi- 
the Arwing and remaking the series’ trademark gameplay, from scratch, frequent "special distributions" of items and Pokémon that are only avail- 
all for a simple Easter egg cameo sequence that lasts just a few minutes. able regionally for a limited time. Bucking the trend a little, the three 
Bam! Point made, Platinum Games. Star Fox would be in good hands final evolutions of the Starters from Black and White are available world- 
with you guys at the helm. wide for the next several months. 
To activate this incredible Easter egg moment, have Bayonetta wear On the title screen, enter the Mystery Gift menu, then choose Receive 
the Star Mercenary costume in Chapter 16. The jets that usually appear Gift and Get with Code. Enter POKEMON497, РОКЕМОМ500 and 
there will be replaced with Arwings as the entire Jetfighter Assault РОКЕМОМ503 to receive a Level 50 Serperior, Emboar and Samurott, 
section turns into a mini Star Fox game! This might even tide you over respectively. Each Pokémon has its Hidden Ability, meaning Serperior 
until the series’ next sequel arrives later this year - which Platinum isn’t comes with Contrary, Emboar knows Reckless and Samurott is equipped 
developing, as far as we know. Oh well, great audition anyway! with Shell Armor. Just make sure to enter the codes by November 30 of 


this year, or you'll miss out! 
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BACKPACK АТТАСК 


` AS IT TURNS out, the good Captain’s 
! overstuffed knapsack isn’t just ап 
; encumbrance after all -ifyou spin the 


Control Stick in quick circles, it will 
become an unwieldy melee weapon! 
The timing is difficult to pull off, but a 
good place to practice is against the 
Shy Guys of Level 1-4. Try it! 
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WHAT SHOULD | BUY, AND WHICH 
POWER-UPS SHOULD | GO FOR? 


AS A GENERAL rule, you don’t want to spend 
any Gems on Coins. l'Il explain more па 
second, but Gems are best spent on Hearts if 
you ever get the itch to keep playing past your 
allotted time. The entire point of the game is to 
have fun, and you can’t do that while waiting 
around all the time! Having said that, | don’t 
really recommend buying Hearts in general if 
you have patience. Just focus on picking up the 
game every two and a half hours, and you 
should be able to make a decent amount of 
progress. 

It’s bad practice to spend any Gems to 
prolong your turns after a failed battle, but 
there are, of course, exceptions. If you’ve spent 
hours upon hours fighting the same enemy 
(Mega Mawile will likely be your first wall), 
there are situations in which using a Gem after 
a fail can come in handy. If your enemy has just 
a sliver of health left and there are combos to 
be made on the screen, go for it. After a Mega 
fight you’ll automatically net a Mega Stone, and 
you'll get a Gem back for your troubles. It’s a 
win-win and allows you to progress with the 
game. 


Beyond that, you’re going to want to use 
your Coins on the basic, no-frills Moves +5 
power-up for most cases. It’s the easiest and 
lowest cost go-to that practically got me 
through the entire game. 

If you’re in a real pickle with one of the 
aforementioned tough fights, the automatic 
Mega Evolution ability costs a bit more, but 
gets you a lot of bang for your buck. Don’t be 
tempted by the higher-cost items or the experi- 
ence booster. 

| do not recommend using any Coins on the 
other power-ups, as the cost doesn’t justify the 
effect of the two aforementioned abilities - 
and that includes the Great Ball. While it seems 
tempting to want to use it in cases when it 
would increase your chances for a catch, the 
key word here is "chance." 2500 Coins is quite 
a bit of cash (enough for multiple potential 
extra turn wins), and you'll be a little more 
than miffed if you don’t actually get the 
Pokemon in question when everything is said 
and done. 

Try to practice restraint when it comes to 
everything Shuffle-related. 


The Moves +5igave 
уои,5 more moves! 


wh kaw 


ARE THERE ANY POKEMON THAT ARE 
PARTICULARLY USEFUL EARLY ON? 


YOU’RE ALWAYS GOING to want to get each 
Pokémon capable of a Mega Evolution as soon 
as possible. Trust me, they'll become infinitely 
useful when you want to do extra damage 
during a massive Mega strike during some par- 
ticularly tough encounters, since you should be 
aiming to get Mega Evolutions at all times 
during matches that are 10 turns or more. 
Beyond that, early Pokémon you can pick up 
that are useful for the vast majority of tough 
boss fights include Lucario, Absol, Phanpy, 
Donphan and Klefki. The justification for most 
of these in particular is due to a significant lack 
of most of the elements that these Pokemon 
carry – Ground and Dark elements аге in short 
supply, and Pokemon like Phanpy and Absol in 
particular are used quite often. In fact, it felt 
like | used Phanpy throughout the entire game. 
Lucario and Absol are both Expert-level 
Pokemon, so you may have some difficulty 
catching them. Thankfully, you should get their 
counters pretty early, and since they’re two of 
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the easiest Expert fights, you should be fine if 
you just brute-force them over and over and 
learn their counter-strategies. Most of the 


other legendaries in the Expert zone are useful, 


but the majority of their elements are over- 
saturated by the main story creatures. 

When it comes to choosing a Mega, it often- 
times doesn’t matter, as most of them will not 
be super effective against the majority of 
enemies. But there’s a hidden layer of depth 
behind each Mega Evolution, as all of them 
have different "clear" patterns that are enacted 
by a match. It’s best to experiment with 
whatever evolution suits your fancy and stick 
with it – that way you'll quickly memorize 
which character you need to spam to get to 
your Mega as soon as possible. 

Personally, | used Mega Sableye to great 
success for the vast majority of the game. His 
portrait looks very unique compared to most of 
the faces in the game, so | knew every time 
that | needed to match him to power up. 


WHATS ТНЕ BEST WEAPON TO 


START WITH? 


| MUST ADMIT this is a bit of a tricky question, because every 
weapon in Monster Hunter 4 Ultimate is viable in its own way. My 
first bit of advice would be to try every single one of them out, as 
any one of them may mesh with your personal style more than 
others. With that in mind, picking a swift weapon that allows for 
quite a bit of recovery time is wise - like the Sword and Shield, Dual 
Blades or Light Bowgun. That way you'll be able to dodge incoming 
attacks and move quickly to assess the enemy threat. 

When it comes to a jack-of-all-trades choice for those of who may 
feel overwhelmed, | recommend the Insect Glaive. As a general rule, 
its weapon type is balanced to allow for a decent amount of attack 
power and movement, which makes it easy to pick up and play. Its 
"Kinsect" power is also very easy to use - simply hold R to aim your 
bug at a monster, then release. Press R and X at the same time to 
send it, then A and X simultaneously to return it. You'll get a nice 
passive buff that may increase your speed, defense or attack power, 
or you might recover a bit of health, depending on the monster. You 
can also use R and B at the same time to vault and mount enemies. 


CAN YOU PROVIDE A BASIC OVERVIEW OF 
HOW LEVELING AND GEAR WORK? 


THE MAIN THING to get through your head when playing a 
Monster Hunter game is that everything is gear-dependent. Say it 
with me - "everything depends on your gear." There аге no tradi- 
tional "levels" or classes to play in Monster Hunter 4 Ultimate. 
Everyone is a hunter, everyone can perform multiple roles and 
everyone can use every weapon in the game at will. Once you 
realize that, you’re either going to be set at ease or completely fall 
to pieces envisioning the hundreds of different styles of play avail- 
able to you right off the bat. 

As | recommended above, the Insect Glaive is a great choice as а 
starting weapon. Try it out – then, if you hate it, move on to some- 
thing else. Or better yet, craft something else! Don’t get too hung up 
on what weapons are "best" or what pieces of armor you need. 
Instead, just dive right into a mission, have fun, gather some 
supplies and move on to the next one. You’ll know when the walls 
pop up, and it’s only then that you should rethink your strategy and 
come up with something new. By then you'll have acquired а ton of 
materials and can craft the weapon type that suits you best. Pieces 
of armor have statlines – which will come into play eventually – but 
try not to dwell on that at first. 

Monster Hunter has some gathering quests available, but for the 
most part you're going to want to just kill everything іп sight. That’s 
basically how the entire game works - kill, craft, kill, craft, kill some 
bigger monster, craft again and repeat. Keep in mind that there’s 
one nuance when it comes to that killing bit, though - sometimes 
capturing monsters will net you a different loot table than simple 
slaughter. But for the most part, this is a game of killing for fun and 
profit – whether it’s by yourself or with a group of friends. 
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= COMIC BREAK 


the sitcom starring a final boss and an 
obnoxious ‘905 video game mascot 


Don't worry! 
Theyre easy to catch since they have no win 9s 
and their le 95 are attached upside-down! 


"Ener gy" is of course a nebulous source of Power that 
can do anythin 9 from fuelin 9 airplanes to 
reviving the dead, so naturally you can find it everywhere. 


ROAST THE BIRD WITH DRAGON FIRE! 


9 
2 


1+ you live іп a game that LSNT crawling with 
terrifying flame-spewing godly beasts, please let us know, 
because you've truly found paradise, my friend! 


WARNING: А+ this point your dinner's 75% more 
likely to be stolen by hun gry vampire hunters. 


Mow simply put the roast ontoa plate, place i+ on the 
ground, and eat up! Best served after you've already 
Lik hii hii stepped on it in the middle of frantic Cartoony war zone. 


BY LINDSEY LAYNE KING 
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SELECT 
YOUR 
FIGHTERS 


When the existence of 
Роккеп Tournament was 
first teased in 2013, only 

Lucario and Blaziken were 
seen on-screen - both of 
them part Fighting-type. 
That led many to assume 
that this game would Беа 
Pokemon fighting game 
populated only by 
Fighting-type Pokémon, but 
that’s since been disproven 
significantly with the confir- 
mation of Pikachu and 

Suicune (Suicune being 

especially surprising, as a 
quadrapedal creature). The 
floodgates are open for just 
about any past Pokémon to 
become a playable fighter 
in this tournament, then! So 
which monsters would you 
pick? Smash veterans like 
Charizard and Greninja? 
More Legendary Pokemon? 
Dunsparce? (Please, not 
Dunsparce.) Get in touch 


and let us know your picks! 


Ж ев PLAYERI 
(С GEST FREE PLAY 


PREVIEW 


о 


же? 


POKKEN TOURNAMENT 


EVER SINCE PLAYING the 
series’ first entry in 1998, I’ve 
dreamed of a Pokémon fighting 
game. Thanks to Bandai Namco 
and The Pokémon Company, that 
dream is becoming a reality with 

Роккеп Tournament, set to debut 
this Summer in Japanese arcades. 
Evidently brought about by a brain- 
storming session focused on how to 
bring Pokémon to new audiences, this 
one-on-one fighter will feature full-on 
controllers and an easy-to-approach 
engine. 

Given that the series is oriented at 
gamers of all ages, it’s smart that 
Bandai Namco aims to please people of 
all skill levels with a lack of emphasis on 
technical systems. While | don’t see 
Pokken Tournament catching on as 
widely as Super Smash Bros., there is a 
lot of potential here if they can hook 
newcomers and keep them interested 
for a salvo of potential sequels. A brand 
new engine will be used to achieve this 
goal, as the duo of developers isn’t 
reusing the same package from past 
Tekken titles. 

Full 3D movement will be possible – 
similar to the Naruto fighting games – 


BANDAINAMCO 
чи 
MLN BANDAI NAMCO 
& THE POKEMON COMPANY 


Pokemon and Tekken have come together - 


in Japanese arcades, at least. 


and it looks like the general button 
setup involves light and heavy attacks, 
guarding and buttons for "support" and 
"technique." That doesn’t sound like a 
lot to remember, but the existence of 
two different attack types opens up the 
possibility for combos. Having said that, 
there are no height differences between 
attacks, as the block button functions as 
a catch-all for everything. Techniques 
also моп' be as complicated as in 
Tekken or Street Fighter, as they’re 
more similar to the Smash Bros. style of 
specials. Mega Evolutions are con- 
firmed, and those characters that don’t 
have the ability to go Mega will instead 
enter "Burst Mode," temporarily 
increasing their stats. 

Right now the roster is currently set 
at five characters: Lucario, Pikachu, 
Gardevoir, Suicune and Machamp (and 
Blaziken was also teased іп the game’s 
first, brief bit of footage back in 2013). 
Support characters are also in, includ- 
ing Lapras, Eevee, Snivy, Frogadier, 
Fennekin and Emolga – you'll be able to 
choose from among them and call upon 
their attacks for assistance in battle. It’s 
incredible how well all of these seem to 
fit within the confines of a fighting 
game, and how large of a pool Bandai 


Namco has to pull from. The possibili- 
ties are almost endless, since pretty 
much everyone has their own unique 
choice as their favorite Pocket Monster. 

According to Harada, Bandai Namco 
has been set up for success by 
Nintendo, who are allowing them a 
great deal of creative freedom with the 
project. Harada was apparently "sur- 
prised" at how open they were, and the 
only stipulation that Nintendo gave is to 
not have human characters fight. 

The only thing missing from Роккеп 
Tournament in my mind right now is a 
four-player battle royale mode, but 
that’s something that would be best left 
for a home version. Bandai Namco 
recently released pictures of the arcade 
controller, which some are saying looks 
conspicuously like the Wii U Pro 
Controller’s setup. It stands to reason 
that Nintendo will announce something 
regarding a console port after testing 
has concluded in Japan and the game is 
set for a wide release. E3 perhaps? 

Either way, it’s almost a given that 
you'll be able to get your hands оп 
Роккеп Tournament at some point - 
this game could be a worldwide gold 
mine. And if amiibo are involved, say 
goodbye to your wallets! - CHRIS 
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Get ready for a revolution: With an army of squids, ап 

incredibly addictive new gameplay approach and a level 7 

of polish never seen in the genre | 1 „72 
( 


before, Nintendo's about to 
rewrite the rules for multi- 

player shooters... 
In permanent 


ink. 


NINTENDO 
NINTENDO EAD 
MAY 2015 (NORTH AMERICA 
& EUROPE) 


36 ISSUE #14: OLD VS. NEW 


AFTER DECADES ОҒ being defined 
by World War II simulations, over-the- 
top violence and sprays of bullets 
filling the air in every direction you 
look, the gaming industry’s shooter 
genre is about to get a much-needed 
splash of color and creative new ideas. 
Nintendo’s Splatoon was first revealed 
to the world last year at E3 2014, 
where it amazed onlookers with its 
vibrance in visual design and addicted 
the attendees who were actually lucky 
enough to be able to play it. No one 
who got a turn to take the GamePad in 
their hands for a round of Turf War 
could resist coming back for a second, 
ог a third, or а fourth... who knows 
how many other games at that expo 
went without coverage from journal- 
ists who just couldn’t peel themselves 
away from the world of Inkopolis? And 
now, nearly a year later and on the 
verge of the вате” release this Мау, 
the demo that already had so many of 
us so enraptured last June has grown 
and developed into a fully realized 
game experience that represents the 
biggest, boldest new franchise launch 
Nintendo’s attempted in ages. 

We’ve covered Splatoon several 
times in a preview capacity before 
(how could we not?), but for our final 
check-in before the game goes on sale 
in just a matter of weeks, it’s fitting to 
offer one last, complete picture of all 
that this all-new IP is all about. 

At its heart, Splatoon is a territory- 
control multiplayer shooter. In its Turf 
War mode, eight players form two 
teams of four fighters apiece, then go 
head-to-head to try to lay claim to as 
much real estate as possible in the 
arena they appear in. Territory 
becomes owned by a team when that 
squad’s color of ink is splashed on it – 
walls, floors and even decorative 
elements like trees are all fair game to 
get splashed and repainted. Teamwork 
and strategy are required to be able to 
reach the end of each round’s allotted 
time with a greater percentage of 
ground gained than your opponents. 
Do you focus on trying to cover as 
many empty areas as possible? Or do 
you take the fight to your foes, trying 
to attack and "splatter" them in order 
to repaint their territory? 


Nintendo has been clear about the 
"splattering" - it’s as non-violent as 
possible, as players simply explode 
into little puddles of ink after taking 
too much damage (and they’re imme- 
diately brought back to life at their 
team’s starting zone, no worse for 
wear). It’s not about the kill count 
anyway, as ink percentage is the only 
measure of success that matters. 
Whether you splatted 25 foes or none 
during the course of a single match is 
nearly irrelevant – you'd be inconve- 
niencing your enemies by blasting 
them over and over again, but you 
won't earn any special accolades for 
doing so (that we know of). 

Splatoon would be unique and 
delightful already if its focus on ink- 
shooting and absence of violent 
imagery were its only innovations, but 
things get much, much crazier beyond 
that. Your squad? They’re squids. All 
of the playable characters are half- 
human/half-squid hybrids, and their 
split genetics bestow them with some 
wild abilities. 

At any time, at the press of a 
button, you can transform your two- 
legged trooper into a ten-tentacled 
traveller. You lose the ability to shoot 
or take any damage when you switch 
into squid form, but you gain incred- 
ibly increased speed and maneuver- 
ability. You can sprint (well, swim 
swiftly) across open ground and even 
climb sheer walls to surmount vertical 
obstacles in your path. 

That’s all provided, of course, that 
the land you're trying to swim through 
or the wall you’re trying to climb has 
already been splashed with your 
team’s color of ink. Splatoon is a 
constant back-and-forth of inhabiting 
the body of a human to be able to lay 
down ink all around you, then switch- 
ing into squid mode to speed through 
the ink and get yourself quickly to the 
next part of the stage that needs a 
fresh coat of paint. And if you’re 
thinking that you'd just take things 
slow, perhaps always staying in human 
form to keep your defenses at the 
ready, you can’t – your ink will run dry. 
Submerging into your ink pools as a 
squid is the only way you can recharge 
your reserves. 


LET’S GO SHOPPING! 


In the world of Splatoon, customization is critical! You don’t want your 
Inkling looking just like everyone else’s, do you? Of course not! So the 
Central Plaza (Splatoon’s hub world) is packed with reputable retailers, 
each one of whom would love to get your business. 
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ANNIE’S HEADGEAR 


Annie is a shy sea anemone whose inability to fit any kind of cap over 
that head of hers must have somehow inspired her to get into hat 
sales. Helmets, headphones, goggles – if it goes on your head, it’s here. 


JELONZO’S CLOTHING 


The seriously stylish Jelonzo keeps your torso covered, with hoodies, 
T-shirts and jackets galore. Splatoon’s clothing items are all aligned 
with their own brand names; perhaps you'll find a favorite label? 
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CRUSTY SEAN’S SHOES 


The proprietor of the "Shrimp Kicks" shoe store, Crusty Sean must have 
a seriously strange sense of humor to be wearing that tempura jacket. 
Не! keep you equipped with the latest and greatest in footwear. 
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ВОКІСНІ5 WEAPONS 


Ғіпа!у, the most important fashion accessories of all: your armaments. 
Bukichi the horseshoe crab is the underground arms dealer you'll want 
to deal with for those, as he specializes in all types of ink shooters. 


A CAST OF AQUATICS 


If you couldn’t already tell from the fact that your character is а squid 


and the shopkeepers could all be found somewhere in the proximity of 
а coral reef, Splatoon’s cast is comprised almost entirely of aquatic 
species. Here are a few more important individuals to know: 


CAP’N CUTTLEFISH 


This wisened old squid is the sage of Splatoon, dispensing elderly 
wisdom in what will hopefully be a more caring manner than, say, 
Cranky Kong. He’s the guide to the single-player adventure mode. 


THE ZAPFISH 


One of a school of many such fish, the Zapfish is less of an individual 
character than it/he/she is an item to simply reach and collect. Like the 
Super Mario series’ stars, Zapfish mark the end of single-player stages. 
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THE OCTOLINGS 


Of course, in order to reach the Zapfish, you’re going to have to get 
past all of the Octarian enemies along the way. The Octolings are their 
most brutal warriors, capable of shapeshifting just like the Inklings do. 


pe 


JUDD THE CAT 


Finally, the exception to the rule that the entire cast of Splatoon could 
live quite comfortably at Sea World: an arrow-tailed, tuxedo-clad cat. 


Judd is the judge of multiplayer matches, the one who declares victors. 


But even that isn’t the end of the 
human/squid transformation dynamic! 
Becoming a squid is also a stealth 
technique, as you become invisible to 
your enemies when you're submerged. 
You can use the obscuring ink to gain 
a positional advantage over your 
opponents - circling around to get 
behind them and catch them 
unawares, or even just keeping 
yourself hidden in a single spot until a 
hapless foe just happens to come 
along. Then, pop! Out of the goo you 
emerge and blast them into oblivion 
before they know what hit ’em. 

Finally, squid mode also enables a 
sky-high rocket jump that’s essentially 
a teleporter to get you to a different 
part of the map, fast. Remember when 
| said you’d end up back at your team’s 
starting zone if you got splatted? It 
wouldn’t be much fun to have to run 
or swim all the way back to the action 
from there, so instead you can tap an 
ally’s position on the GamePad map 
displayed in your hands to instantly 
super-jump to their location. 

All of that is Turf War - which is just 
one of Splatoon’s game modes. Those 
players who excel in it will also be able 
to move on to an even more compli- 
cated mode: Ranked Battle. In Ranked 
Battle matches, your performance is 
given a letter grade to denote your 
level of skill. Beginning with a rating of 
"C-", you'll have the opportunity to 
prove yourself all the way up into "A" 
territory, where the best of the best 
online Splatoon players will lie in wait 
to oppose you. 

Nintendo has said that Ranked 
Battle will not be available at launch; 
rather, the company will wait to unlock 
the mode until the multiplayer com- 
munity has firmly established itself 
and enough individual players have 
demonstrated enough aptitude in Turf 
War to be able to ensure that the 
ranked matches will be populated with 
worthy opponents. Here’s hoping it 
doesn’t take too long for that thresh- 
old to be overcome, as within Ranked 
Battle wait different gametypes, like 
Splat Zones. 

Essentially the Splatoon equivalent 
of "King of the Hill" matches, Splat 
Zones battles task each team of 


players to lay down enough ink within 
specific, boundaried areas to capture 
them. Then, after the zone has 
become the property of a team, it’s up 
to that team to defend it against the 
invaders from the other squad who'll 
be trying to take it for themselves. It’s 
a different dynamic than the all-out 
Turf War - setting up defenses and 
thinking about the best way to deal 
with incoming waves of enemies is ina 
whole other chapter of the tactical 
textbook. 

There are still more gametypes to 
be revealed for Splatoon’s multiplayer 
as well! Who knows what other sur- 
prises are in store for us this May? 

And we haven't even touched on 
the single-player mode yet! In it, you 
play as а lone Inkling on a quest to 
defeat the villainous Octarians living 
in Octo Valley. (Squids and octopi 
don’t get along, apparently.) 

The octo-creeps have kidnapped 
the Inklings’ source of power – а 
gigantic electric catfish. You'll venture 
through their territory one stage at a 
time, fighting to recover the smaller 
Zapfish that’s waiting at the end of 
every level (kind of like the Power 
Stars found at the end of Super Mario 
Galaxy stages). 

The Galaxy comparison is an apt 
one, too, as Splatoon’s single-player 
stages feel spun out of that specific 
Mario series - they’re all presented as 
а series of floating platforms for you 
to fight and maneuver across, and 
when you reach the end of each 
section, you execute your squidish 
super-jump to jet to the next one, not 
unlike the way Mario got sent soaring 
by the Launch Stars in his games. Мел! 
be diving further into the single-player 
campaign soon, but if Galaxy is the 
template this development team is 
working from, we already know the 
final result’s going to be great. 

With all of these elements taken 
together, Splatoon is asserting itself 
as a simply sensational spin on multi- 
player shooting that seems like it may 
very well be primed to not only be 
Nintendo’s next big thing, but also 
turn heads throughout the rest of the 
gaming industry as well! Expect much 
more in the next NF! - LUCAS 


ASSEMBLE YOUR ARSENAL 


We've just discussed all of the different elements that are involved in Splatoon’s multiplayer matches, from territory defense tactics to squid-form stealth strategy. 
The real battle begins even before you enter the arena, though, as it’s crucially important that you equip yourself with a weapon set that matches both your ability and 
supports the kind of strategy that you’re planning to pursue once the bell goes off and the ink starts flying. Here are just a few of your options. (There are many more!) 


MAIN WEAPONS 
Every Inkling gets equipped with weapons in sets of 


three. Your main weapon is your go-to blaster or 
melee tool; it’s primarily what you'll use for inking. 
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MAIN WEAPON: SPLATTERSHOT 


Here’s the standard ink shooter in Splatoon, the Splattershot. It’s the all- 
purpose, all-around utility option against which all other weapons are judged. 
Holding down the fire button gives you a constant stream of splattering ink. 


SUB WEAPONS 


Supplementing the main weapon’s capabilities is 
your sub weapon, which can take the form of 
shields, grenades or even an ink-spewing sprinkler. 


SPECIAL WEAPONS 


Finally, the specials. These game-changers aren’t 
activated often, as you have to charge them up to 
be able to trigger them. But they pack a punch! 
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MAIN WEAPON: SPLAT ROLLER 


Ready to bulldoze the competition? Wielding the Splat Roller is an entirely differ- 
ent experience from carrying a gun, as you've got limited ability to attack at a 
distance - but you'll cover huge swathes of territory in your team’s ink. 


SUB WEAPON: SPLAT BOMB 


Grenade! Splat Bombs get hurled out ahead of you and explode into bursts of 
ink, hopefully causing a nearby foe to explode along with them. Their blast 
radius is limited, though, so you'll have to master tossing them with precision. 
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SPECIAL WEAPON: BOMB RUSH 


If you can’t get the hang of precision bomb-tossing, there’s always the Bomb 
Rush special – it simply chucks а ton of Splat Bombs at once. Overkill! 


SUB WEAPON: SPLASH WALL 


If you aren’t worried about having a secondary offensive option to support your 
primary weapon, pick a set that includes a defensive device like the Splash Wall. 
This barrier can’t be breached until it runs out of ink. 
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SPECIAL WEAPON: KILLER WAIL 


And then there are the specials like this that stray into true ridiculousness - the 
Killer Wail projects a sonic "scream" of ink. Everyone, cover your ears! 


2 


XENOBLADE CHRONICLES X 


We can't wait to be able to play with these Dolls. 


WITH LITTLE OVER a month remain- 


ing until its Japanese release, 


Nintendo has begun revealing more 
details on Xenoblade Chronicles X, the 


newest role-playing epic from 
Monolith Soft. Like the studio’s 


previous Xenoblade title (which will be 
arriving on the New Nintendo 305 as а 
3D remake on April 10), X is one of the 
most ambitious games to ever grace а 
Nintendo console, with breathtaking, 


open-world environments апа а 


wealth of quests to undertake - and 


the new information we’ve learned 


about it has only made the wait even 


more unbearable. 
Despite its name, Xenoblade 


Chronicles X is not a direct storyline 
follow-up to the Wii title, but rather a 
spiritual sequel that explores similar 


thematic terrain. The game takes 
place on the distant planet of Mira, 
humanity’s makeshift home after 
Earth was ravaged in the wake of a 


terrible war between two alien races. 
Unfortunately, the move to Mira was 
anything but smooth - the spaceship 
ferrying humans to their new home, 
the White Whale, was damaged ina 
firefight, forcing it to crash-land and 


expel stasis pods containing other 


human refugees across the planet. It 


falls to you to explore Mira’s land- 


scape and locate the pods that were 


scattered in the crash. 
Fans of the original Xenoblade 


Chronicles will find themselves right at 


home on Mira’s alien soil. While X 


boasts several improvements over the 
first Xenoblade, the underlying game- 
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play is very much similar to that of its 
Wii predecessor. You'll spend much of 
your time scouring the vast expanses 
of the planet, charting out new envi- 
ronments, taking on quests and 
defending yourself against the prehis- 
toric beasts that lumber across the 
Miran plains. In addition to locating 
stasis pods, your primary objective is 
to map out the planet by planting data 
probes around its surface. The 
purpose of these probes is twofold: 
They expand your reach across Mira, 
and they allow you to gather vital 
information on the surrounding areas, 
opening up even more missions to 
complete. 

The data probes will certainly come 
in handy during your journey, as 
they'l help you navigate the planet’s 
wide terrain. While the original 
Xenoblade was renowned for its 
sprawling landmasses, the environ- 
ments in X are even more expansive. 
There are five continents on Mira, 
each of which is larger - and stranger 
- than the last. You begin in the 
Primordial Wilderness - the crash site 
of the White Whale (now known as the 
city of Neo Los Angeles) and the most 
Earth-like of the continents - but soon 
you expand your reach to the biolumi- 
nescent overgrowth of the Noctilucent 
Forest and beyond. 

Fortunately, there are a number of 
tools at your disposal to aid in explo- 
ration. The most prominent is the Wii 
U GamePad, which displays a map and 
other useful information on its touch- 
screen. As in the original Xenoblade, 


you'll also be able to fast-travel 
between data probe sites and desig- 
nated landmarks, drastically cutting 
back on the amount of legwork you'll 
have to log. And when walking simply 
isn’t expedient enough, you can pilot 
Dolls, human-engineered mechs that 
can transform into vehicles. (The Dolls 
can even take to the air, allowing you 
to explore areas that would otherwise 
be inaccessible.) Given the sheer scale 
of the planet, however, it’s inevitable 
that you'll occasionally lose sight of 
your destination. When these 
moments arise, you can rely on the 
Navigation Ball, a spherical light that 
leads you in the direction of your 
current objective. Together, these 
tools promise to make navigating 
around Mira simple and enjoyable. 
Also familiar to fans of the original 
Xenoblade is the battle system, which 
still employs an Arts-based approach. 
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Each of your party members has his ог 
her own range of classes that come 
with unique Arts and can be swapped 
between on the fly. Your companions 
can also be outfitted with various 
weapons, designated into two catego- 
ries: close-range Fighting weapons 
and long-range Shooting ones - these 
will be purchased primarily through 
Neo Los Angeles’ shopping district. 
You'll even be able to team up with 
three other players online for coop- 
erative exploration, though details on 
the multiplayer mode are still scant. 
And that’s only scratching the 
surface of what Xenoblade Chronicles 
X has to offer! There will be plenty of 
other features and surprises to 
discover when the game launches in 
Japan on April 29 and in the rest of 
the world later this year. – KEVIN К. 
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YOSHI’S WO 


NINTENDO HAS A lot of unique 
ideas when it comes to gameplay 
mechanics and visuals. When they 
want to take an established franchise 
in a new direction, be it gameplay- 
wise or visually, they usually seem to 
rely on two characters: Kirby and 
Yoshi. These two seem to be 
Nintendo’s guinea pigs for the latest 
wild ideas coming from their vivid 
imaginations. Kirby just recently had 
his first all-clay outing in Kirby and the 
Rainbow Curse, but now it’s time for 
Yoshi to step up to the plate. Не! be 
donning an all-yarn design in the 
upcoming Yoshi’s Woolly World, and 
we couldn’t be more excited. 

Yoshi’s Woolly World actually 
shares another similarity with Kirby, 
and it doesn’t seem to be coincidental. 


A few years back on the Wii, we saw 
Kirby get a visual makeover with the 
release of Kirby’s Epic Yarn. While 
there were some differences in tradi- 
tional Kirby mechanics, it was the 
graphical presentation that was wildly 
different from past games - every- 
thing in it was made of fabric! Textiles 
of all types were tied together to craft 
each level, and Kirby himself was 
remade out of a few loops of string. 
Now Yoshi is heading in a similar aes- 
thetic direction, and the same devel- 
opers at the Good-Feel studio are once 
again helming the project. 

While Kirby’s Epic Yarn was cer- 
tainly a visual stunner, it seems like 
Good-Feel is really coming into their 
own with Yoshi’s Woolly World. When 
this title was first revealed, it featured 


а yarn-like design extremely similar to 
Kirby’s Epic Yarn. (This is when the 
game was very early on and still had 
the working title of Yarn Yoshi.) Then 
all went quiet for a number of months, 
which left many of us wondering if the 
title had run into some development 
trouble. Thankfully that wasn’t the 
case at all! Nintendo and Good-Feel 
were digging deep into the power of 
the Wii U to make Yoshi’s Woolly World 
really stand out from Kirby’s Epic 
Yarn, giving us a revamped presenta- 
tion that really embraces the idea of 
crocheting and knitting. 

The early "Yarn Yoshi" look was 
already visually stunning, but the 
more robust Yoshi’s Woolly World is 
head-and-shoulders above the original 
idea. It’s not all about visuals, though! 
Yoshi’s Woolly World takes the crafting 
presentation and directly connects it 
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OLLY WORLD 


to all aspects of gameplay. Game 
worlds are squishy and bouncy due to 
their hand-crafted nature. Yoshi eats 
up enemies and turns them into yarn 
eggs to toss at obstacles in the way. 
Yoshi’s animations include bits of yarn 
spinning and whipping about as he 
moves throughout levels. It all comes 
together in a way that makes the 
game world feel like a real, tangible 
creation. (We wish we could reach out 
and touch it, but we'll just have to 
settle for playing it.) 

Yoshi’s Woolly World is due out on 
the Wii U a bit later this year, and 
мее more than ready to finally get 
our hands on the finished product! 

- KEVIN С. 


PUBUSHER: МІМТЕМОО 
DEVELOPERS: GOOD-FEEL & 
NINTENDO SPD RELEASE: TBA 2015 


MARCH/APRIL 2015 41 


| HAVE JUST LET ME 


SOME NEw FIND THEM... 
PIECES FOR 


WHY, HELLO 
MY YOUNG 
FRIEND! 


ARE BACK! 
+ 


У 


THIS ONE'S QUITE HERE'S THE FACE THIS ONE WILL HELP THIS ONE'S GOOD 
POPULAR! OF A TRUE LEADER! ФОО REMEMBER FOR PLAYING GAMES! 
THE DATE! 


BY THOR THORVALDSON 
42 ISSUE #14: OLD VS.NEW 


COMIC BREAK == 


| CAPTURED ZONES 
шалады. HOLDING АТ 75%! 


BETA TEAM! 
МВАТ 2 GOING ОМ 
OVER THERE? 


WE HAVE A... 
S\TUATION HERE! 


FEATURES 


10th numbered installment 


no longer innovating enough; 
and yet thousands of fans 
still cry out for sequel after 
sequel to “Old” series. 
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Мапо Party 10: Ап unprecedented 


in ап 


ongoing series from Nintendo. Once a 
franchise hits double digits, it’s of 
course going to be criticized for 


Code Name: 5.Т.Е.А.М.А poster child 
release for the opposite point of view, 
that Nintendo needs to make fewer 
sequels and instead spend more 
time investing in fresh “New” IP's. 
And yet, when it was announced, 
many of those same fans seemed 
disappointed that it wasn't a new 
Zelda or Metroid instead. How do 
we make sense of this? On which 
side of the line do Nintendo fans 
fall? It’s time to open up a deeper 
debate. It’s time (5 us to all assess 
ourselves. This is Old vs. New! 


SPECULATION WAS RUNNING wild. Nintendo 
had announced these kinds of surprise press 
events before, but for some reason this one 
seemed shrouded in an extra veil of mystery. 
What game would it be? Why did it need its own 
hour-long presentation? The hype and anticipa- 
ion built up for an entire restless day, until, on 
he second night of last year’s E3, Nintendo’s 
executives ushered a select group of journalists 
into their favorite L.A. Convention Center confer- 
ence room and pulled back the curtain on... 

Code Name: 5.Т.Е.А.М.! 

Fan reaction was immediately mixed. For 
many fans, it was exactly the kind of thing they 
wanted to see: an all-new, original idea. Fresh 
characters, a style of gameplay ме” never seen 
before and the talented Intelligent Systems team 
at the helm, bringing it all to life. Code Name: 
S.1.E.A.M. looked altogether incredible. 

But for other fans, even ones who agreed that 
ЅТ.Е.А.М. seemed like a great game іп the 
making, the surprise press event was still a 

own - because they'd built up in their minds 
he idea that some specific sequel to an estab- 
ished series was going to be the game revealed 
instead. 

There was a strong force of fans counting on 
his event to mark the time when an all-new 
etroid sequel would finally be announced. 
They'd been waiting for what seemed like ages, 
ollowing threads of rumors that something 
starring Samus had been in the works for the 
305, thinking this could be the moment when the 
bounty hunter would make her glorious return to 
a handheld. 

It wasn’t. 

Then there was a team of Zelda aficionados 
crossing their fingers that this event would be the 
place where the begged-for, pleaded-for, 
campaigned-for Majora’s Mask 3D would be offi- 
cially confirmed. They were a little more on- 
arget than the Metroid bunch, seeing as how the 
Majora remake actually was in development at 
he time, we now know - but it wasn’t revealed 
until several months later, during a Nintendo 
Direct video presentation. So, at the moment, 
back at ЕЗ, it was another disappointing day for 
hose fans too. 

I've been thinking back to that event at last 
year’s E3 recently — particularly as this year’s 
expo is now fast approaching - and it seems to 
me that it almost perfectly encapsulated the 
Nintendo fandom’s outlook on the future. | 
seems to me that when you boil it all down, 
Nintendo fans’ hopes are always torn between 
wanting to get more of what we’ve played before 
and wanting to be surprised by things that are 
entirely unexpected. 

It’s Old vs. New. 

The fans in the "New" camp are easy enough 
to understand. They’re the ones who want to be 
blown away by original ideas. They’re tired of the 
same old song and dance; they don’t want to see 
sequel #8, #9 and #10 in the same old series. 


They especially don’t like to see the word "New" 
slapped on something that actually isn’t – the 
New Super Mario Bros. has been criticized for а 
decade now for doing just that. If you’re a "New"- 
-aligned Nintendo fan, the Code Name: 5.Т.Е.А.М. 
announcement likely delighted you more than 
anything else that that E3 press event could have 
unveiled instead. You're probably looking more 
forward to Splatoon than anything else on the 
release schedule in the months ahead. 

The "Old" side of the debate is more nebulous. 
These fans are generally more conservative. They 
know what they like - having played years’ or 
even decades’ worth of past Nintendo titles – and 
they want to continue playing those same types 
of games in the future. They get excited when 
new sequels are announced for franchises that 
have been around since the "805 and ’90s, but 
upset when those new sequels deviate too far 
from what the past has established as the norm. 
The fan outcry over The Wind Waker’s cel-shaded 
visuals has become the classic example there (we 
spent some time remembering that in our last 
issue). 
But here’s the paradox that surrounds 
intendo’s announcements of new sequels in old 
series: They're almost always criticized as not 
doing enough that’s new or different. 

You can’t have it both ways, everyone! 

| feel sorry for the designers at Nintendo who 
try to navigate this impossible minefield of fan 


expectation with each new project that enters 


a whole lot of question marks for the year ahead; 
certainly several new games will be revealed for 
the first time. 

So, the test is, what are you hoping those 
games will be revealed to be? 

Does your mind immediately start thinking 
back over the past Nintendo games you've 
played, dreaming up sequels to the experiences 
you've had before? 

Or are you heading into the show with an 
attitude of, "Come on, Nintendo. Impress me. 
Show me something I’ve never seen before." 

You know you better than | know you. Assess 
yourself. 

There are no absolutes, of course. Any fan 
who's been following Nintendo for more than a 
few years is going to have some mixture of the 
two - you’re probably going to want some Old 
and some New. But if you're like me, you 
probably find yourself leaning more toward one 
extreme than the other. 

In this season of life, I’m personally hoping for 
more New than Old. Having just played through 
and absolutely loved Code Name: 5.Т.Е.А.М., I’m 
in the mood to see more of the entirely original 
ideas being conceived behind Nintendo’s walls 
these days - it’s why I’m so hyped for Splatoon 
оо. | enjoyed last year’s 5.Т.Е.А.М. reveal and the 
eeling of seeing something for the first time that 
never knew | wanted before, and feeling like | 
was becoming a fan of an all-new property for 
he first time, on the spot. That’s rare. 


development, because, any more, it seems like a 
terrible Catch-22 every single time: 

1. Fans cry out for a fresh sequel to an old 
series. 

2. Nintendo announces one. 

3a. If it’s perceived to be too similar to its 
series’ older installments, it’s criticized for not 
breaking enough new ground. It’s dismissed as 
more of the same. 

3b. If instead it’s perceived are breaking too 
much new ground, it’s criticized for not being 
more of the same. 

Nintendo can’t win. 

... Well, that’s not entirely true. There are 
some games like the upcoming Legend of Zelda 
sequel on Wii U that seem to be universally 
praised at the moment, pleasing fans who both 
pine for the past and those who want the series’ 
scope to expand. So it’s possible to find that 
exact right line to walk in the middle of the mine- 
field. It’s just rare. "Old"-hoping Nintendo fans 
are hard to handle. 

Now, here’s a quick personality test for you, to 
help you determine where you stand as a fan. 
The next E3 expo is coming up in June. We can 
reasonably assume that Nintendo will show off 
more of The Legend of Zelda for Wii U, and there 
are a handful of other upcoming games like 
Xenoblade Chronicles X that we know will be 
there too - but really, as we’re just a couple of 
months away from the annual event, this E3 
seems to be pretty open for the Big N. There are 


But that’s not to say that | wouldn’t appreciate 


anything Old that’s presented this year too. Even 
the longest-running Nintendo series will be 
eeling fresh this year, as we'll learn how the 
company plans to adapt its most popular IP’s to 
mobile platforms - a move that has seemed 
inevitable for years and is finally happening. 
intendo seems to move at a glacial pace some- 
times, don’t you think? 
But ah, that’s finally striking at the heart of 
his issue, | think. Nintendo fans are just a reflec- 
ion of the company itself; a company that is 
itself constantly torn between the Old and the 
ew. Nintendo most commonly favors its estab- 
ished brands, betting on sure things more often 
than risking innovations that may not be 
welcomed with open arms – and so the fans have 
come to be conditioned to want more Marios, 
more Zeldas and more Pokemon. 
But | think we’re on the verge of a new era, 
everyone. Code Name: 5.Т.Е.А.М. and Splatoon; 
finally embracing mobile platforms; planning to 
expand into "Quality of Life" products and 
whatever the NX’s sure-to-be wild new ideais... 
we could be seeing the beginnings of а sea 
change here. The 125-year-old Nintendo may 
soon very well embrace the New more than the 
Old. 
And if they don’t? Well, the Nintendo Force 


team and | will be happy to bring you a full 


review of Mario Party 11. - LUCAS 
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EVERYTHING OLD 


THAT SHOULD BE 


NEW AGAIN 


Crossing the line of the Old vs. New debate, remakes, ports and remastered 
editions of older games for newer hardware are becoming more and more 
common for Nintendo. Now, the Nintendo Force gazes into the future to 

predict the games that could - or should – be brought back to life next. 


BY EVAN CAMPBELL, DAVID OXFORD, TONY PONCE & LUCAS M. THOMAS. 
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POKEMON SNAP 
m= SHOULD BE IN НО шш 


OUR TWO LEADING examples over 
there аге no coincidence - when Nintendo 
began the practice of bringing back their 
past console classics for 3D and/or HD 
remakes four years ago, the N64 library 
was the one they looked to first. Ocarina of 
Time and Star Fox 64 were perfectly suited 
to receive the 3D updates they did, and 
Majora’s Mask has just continued that 
trend - but there’s still more gold to mine 
from the N64 era. It’s time for more Snap. 

OK, ОК- asking for a new Pokemon 
Snap is just about the most unoriginal 
wishlist item in Nintendo journalism these 
days. But let’s take a different tack, shall 
we? Let’s set aside dreams of a true sequel 
and simply pray that the original game 
would be refreshed and re-presented in 
high definition. 

Why HD, and not 3D? It would work on 
either system, but most fans are looking at 
the Wii U GamePad as a perfect fit for 
Snap’s photography gameplay - and rightly 
so. Its built-in screen and gyroscope would 
make it into a natural virtual camera as 
you physically twisted and turned to look 
around and get the perfect angle on shots 
of the wild Pokemon surrounding your 
auto-scrolling vehicle. 

Updating the original Snap with new 
visuals and new control could be just the 
testing of the waters Nintendo needs to 
finally greenlight a proper sequel. I’d love 
nothing more than a totally blown-out 
update with all-new levels and tons more 
Pokemon to photograph, but I’m trying to 
keep my dreams more reserved here - апу 
new Snap would be a good one. - LUCAS 


PAC-MAN VS. 


= SHOULD BE IN HD = 


WHY THIS НА5МТ happened yet boggles my mind. 
Though it’s become less of an emphasis now a few 
years in, when the Wii U was first released, one of its 
key selling points was its capability for asymmetric mul- 
tiplayer - the fact that having the GamePad as a соп- 
troller meant a fifth player could get in on the action, 
and that that fifth player’s experience could be wholly 
separate from all of the others thanks to the privacy 
afforded by the Pad’s for-your-eyes-only screen. 


But Pac-Man Vs. did it first, way back in 2003. Using 
a cable to attach a Game Boy Advance to a GameCube, 
it gave the GBA player a full, private view of an entire 
Pac-Man maze to use in gobbling up ghosts - while on 
the TV screen, the remaining players wielding Cube 
controllers each took charge of one of the ghosts and 
had only a limited viewing area around their character. 
Teamwork was required, as each ghost player had to 
call out directions when they happened to see Pac-Man 
passing by - with good coordination, the gang of ghouls 
could corner and defeat the Pac. Otherwise, with 
superior stealth, the Pac player would clear the maze of 
dots and walk away the winner. 

This kind of asymmetric cooperation/competition 
was demonstrated again beautifully through games like 
Mario Chase and Luigi’s Ghost Mansion in the Wii U’s 
Nintendo Land launch day pack-in game, and there’s a 
bit of that flame still burning in new releases like Mario 
Party 10 with its one-on-four Bowser minigames. But 
Pac-Man Vs. had a magic all its own, and it would be so 
simple to bring its gameplay back with a set of Remotes 
and the GamePad that, again, | can’t believe it hasn’t 
already happened. - LUCAS 
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SIN & PUNISHMENT: 
SUCCESSOR TO THE EARTH 


== SHOULD BE IN 3D == 


IF YOU OWN both a copy of Star Fox 64 
3D and have just purchased one of the New 
Nintendo 3DS hardware units, do yourself a 
favor and get those two pieces of plastic 
connected real quick - the stereoscopic 
improvements of the refreshed portable do 
wonders for making the war in the Lylat 
System even more lively. The on-rails 
shooting classic was selected to be one of 
Nintendo’s early 3D conversions four years 
ago largely because of how well its 
constant perspective of travelling further 
and further "into the screen" matched up 
so well with 3D viewing - but Star Fox 64 
wasn’t the only such shooter оп the №4. 
Let’s bring back Sin & Punishment too! 

Sin & Punishment is a curious case, 
because this game didn’t originally come to 
America during the N64 era - it missed 
getting localized in 2000 and only went on 
sale in Japan. It was only through the Wii 
Virtual Console that it came West, in 2007, 
as an import VC release. But when it did, it 
had been translated into English! (Partially, 
but still.) It’s evidence that S&P and its 
alien-blasting action weren't forgotten. 

And we're about to see another surge in 
audience awareness of this series soon too, 
if Japan’s new releases are anything to go 
by – there, this game’s Wii sequel, Sin & 
Punishment: Star Successor, has just gone 
live for download in the Wii U eShop. With 
luck, it will quickly follow in other regions, 
and people will play it, and new fans will be 
gained, and there will be more and more 
voices joining me in crying out for a fresh, 
3D remake of the original! - LUCAS 
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SHOULD BE IN 3D 


YOU MIGHT EXPECT that Super Mario Sunshine would receive a vote to be in high definition 
rather than 3D here, but I think that the opposite provides а more compelling argument - one 
reason, of course, being that the game has already been released on a home console, but has yet 
to be experienced in a portable form. As a game with a heavy focus on vacationing and tourism, 
being able to bring Mario’s wildest and wettest adventure ever on the go just seems nothing short 
of appropriate. 

It probably goes without saying that you could expect a portable entry to make good use of 
StreetPass as well - just imagine being able to leave your mark around Isle Delfino, or snap а 
picture and send a postcard to those who pass you! 

But then, this isn’t so much about being on the Nintendo 3DS as it is the game being in 3D. 
Nonetheless, Super Mario Sunshine seems like a prime choice for venturing into the third dimen- 
sion as well, seeing as much of the game seems to focus quite heavily on the Z axis. In particular, 
the water effects for which the game is so well known would really shine as Mario spreads 
F.L.U.D.D.’s payload in every possible direction. 

Certain portions of the game feel like they were meant to take advantage of the 3D perspective 
(perhaps from when Nintendo was still hopeful about a 3D peripheral for Super Mario Sunshine’s 
platform of origin, the GameCube). These include the Surfing Blooper races, the battle along the 
ledges surrounding Bowser’s toxic hot tub and the F.L.U.D.D.-less platforming sections, which 
would then feel more like a callback to Super Mario 3D Land. 

That said, Super Mario Sunshine has been one of the most divisive titles in the perky plumbing 
protagonist’s pantheon of playtime products, and whether in 3D or HD, 
revisiting the game would provide ample opportunity for the develop- 
ers to go in and not only refine certain aspects of the game, but add 
ри” То it as well. In addition to improving the camera, maybe some 


Ў пем characters апа 5һіпе could Бе added as well? – DAVID 
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SUPER MARIO SUNSHINE 


SUPER MARIO 64 DS 
== SHOULD BE IN HD 一 


SUPER MARIO 64 - the game that essentially laid the 
groundwork for how to make a 3D adventure and launched the 
entire 3D platformer genre in the mid-’90s - seems like it 
would be a natural fit for porting to the Nintendo 3DS. And 
while it would indeed make a grand addition to the portable 
platform’s library and benefit from the 3D goodness it provides, 
| think that given its past portable performance as a Nintendo 
DS launch title, a high definition port is what’s really overdue. 


In this age of high-def remakes, it’s high time Mario's first 
3D adventure returns to the big screen in all the HD glory 
Nintendo can muster. As it is, we’ve already seen a mere 
glimpse of what more modern technology can do for the game, 
thanks to the Throwback Galaxy featured in Super Mario Galaxy 
2. Just imagine the whole game receiving a facelift like that! 

Of course, while Super Mario 64 is worth the honor by itself, 
the game | truly think is a better fit is the aforementioned 
Super Mario 64 DS. In addition to improved graphics, the team 
behind this version of the game managed to make it even 
better than ever with 30 more Power Stars (bringing the total 
to 150), new foes, new power-ups (including a precursor to the 
Mega Mushroom) and perhaps best of all, the ability to play as 
Yoshi, Luigi and Wario – each with their own special abilities. 

The original version of Super Mario 64 remains available for 
the Wii Virtual Console, but as we approach the game’s 20th 
anniversary next year, | can think of no better way to celebrate 
the game that revolutionized the industry than remaking its 
most robust version in high definition. - DAVID 
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ETERNAL DARKNESS: 


SANITY’S REQUIEM 
== SHOULD BEINHD = 


OVER A DECADE ago, Nintendo and developer Silicon 
Knights released Eternal Darkness: Sanity’s Requiem for 
GameCube. The psychological thriller’s story spanned multiple 
centuries, featured a dozen characters and, most importantly, 
truly scared us and blew us away. Needless to say, Nintendo 
hasn't released many games like Eternal Darkness recently. 


That’s why an HD remake for Wii U makes perfect sense! A 
fresh facelift for this cult classic could make the experience 
even more frightening, as well as introduce a whole new gen- 
eration of players to this unique title. 

Not only that, but just think of the sanity effects possible 
with the GamePad! Май... let me step back for any Eternal 
Darkness newcomers. You see, this game has a sanity meter 
that plays an integral role, as it depletes when monsters spot 
you – and if the sanity meter gets too low, weird things start to 
happen. Bugs may appear on your TV screen. Your character’s 
limbs might start exploding. Or blood may start dripping from 
the walls and ceiling! These sanity effects mess with your mind, 
even though they aren’t permanent. 

So with that background, imagine the potential of 
GamePad-specific sanity effects. What if the GamePad screen 
showed an enemy crawling out of it, with creepy sounds 
coming from the controller as well? Or maybe Eternal Darkness 
HD tricks you into thinking your GamePad is on the cusp of 
dying, putting you into a hurry to find the charger? Wait, what 
if the screen kept jumping back and forth between the TV and 
GamePad, making it impossible to follow the action? I’m no 
game designer, but it’s obvious there would be tons of possibili- 
ties for spicing up the sanity effects in a Wii U remaster. 

The other big draw of Eternal Darkness for Wii U would be 
getting to experience the game, period. GameCube titles aren’t 
available on the eShop, unfortunately. And since the game was 
first released almost 13 years ago now, there are countless 
people who've never had the opportunity to see why this par- 
ticular Nintendo game still has a cult following. Heck, I’d just 
love to see how the title holds up after all of these years! | was 
only a teenager when | first assumed the role of Alexandra 
Roivas (and the other playable characters that follow her). 

But here’s the problem: Most of Nintendo’s remakes are 
from well-known franchises. With the likelihood of an Eternal 
Darkness sequel hovering around zero percent, that means its 
chances of a remaster are slim. That’s a shame. - EVAN 


F-ZERO GX omen 
MARIO CAN BE areal hog sometimes, appropriating outside genres into his spin-offs, thereby 
denying deserving stars like Captain Falcon and the F-Zero crew their glory. Shigeru Miyamoto has 
stated that he’s hesitant to spearhead a new F-Zero unless Nintendo can spice up its core formula. 
Meanwhile, Mario Kart 8 has stolen not only F-Zero’s trademark anti-gravity course design, but 
also Mute City and the flippin’ Blue Falcon as well! Stop stepping on the Captain’s toes, plumber! 

It’s time to bring back the future of racing! If Nintendo is afraid to greenlight a proper sequel, it 
can at least test the waters with a Wii U remaster of F-Zero GX. In fact, a remaster should be done 
regardless, because that’s the best idea ever! Way back in our Issue #2, | called GX the perfect 
sequel - why deny players a chance to experience perfection reborn? 

As one of the graphically sharpest titles on GameCube, GX would undoubtedly pop if re- 
rendered at 1080p while maintaining a smooth 60 fps - 1" even go as far as to say that the 
textures are already so clean that they wouldn’t need much improvement. The game remains a 
looker all these years later – по need to go overboard with touch-ups. 

And with a remaster, F-Zero could finally go online! Keep the four-player local play while giving 
GX the same robust online capabilities that Mario Kart has been blessed with. (Incidentally, there 
exists an "F-Zero TV" in-universe network that covers all the races - a perfect opportunity to 
duplicate the video recording functions of Mario Kart 85 "Mario Kart TV"!) 

My only other recommended change would be to make the AX Cup easier to access. You may 
recall that GX had an arcade counterpart called F-Zero AX with its own set of tracks, unlockable on 
GameCube by bringing your memory card to an AX cabinet or by clearing all the other cups in 
Master difficulty. The former method is no longer feasible, while the latter is a headache for all 
but the most hardcore players. The simple solution would be to reduce the unlock requirement to 
"beat all previous cups at any difficulty." 

Стоп, Nintendo! You're killing us with these F-Zero cameos! Throw us а bone! - TONY 
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DISASTER: 
DAY OF CRISIS 


=== SHOULD BE IN 3D == 


BEFORE XENOBLADE CHRONICLES surfaced and rallied 
Nintendo fans across North America to petition for a localized 
release, developer Monolith Soft had another Wii title that was 
not so fortunate: Disaster: Day of Crisis. (It launched in Japan. 
It launched in Europe. It just never came to the States.) 
Fashioned in the style of a big summer blockbuster action 
movie - complete with car chases and gunfights - Disaster 
feels like as perfect a candidate for the high definition remake 
treatment as any film ever pressed onto DVD. 


However, with that said, | can’t help but feel that for those 
very same reasons, Disaster would also work just as well – if 
not better - as а 3D experience. And why not? Most studios 
nowadays are more than willing to cram 3D into every film 
(especially the summer blockbusters) possible, whether it 
works for them or not. 

When Nintendo first debuted Disaster, they touted that they 
were using "cutting-edge physics and gripping visuals" to re- 
create the sheer terror of major catastrophes – of which this 
game has no shortage. You can only imagine how such events 
as lava flowing from an erupting volcano, rushing torrents of 
water wiping things out in a massive flood or the collapse of 
buildings from earth-shattering quakes would be enhanced by 
having 3D visuals that can put the danger right into your face. 
Just imagine racing for your life away from the savage hostility 
of Mother Nature’s worst as you drive your vehicle down a 
crumbling mountain with an added dimension! 

And if things weren’t bad enough, terrorists have taken 
advantage of the panic by stealing a nuclear weapon and kid- 
napping scientists as they make demands of the White House. 
This game should come with a bag of popcorn! 

Xenoblade Chronicles 3D is done; let the porting team at 
Monster Games jump straight into another Monolith Soft hit 
that deserves to finally make it to America! - DAVID 


i 
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THE LAST STORY 


к." SHOULD BE IN HD 


PART OF THE Operation Rainfall trilogy, The Last Story is a gripping RPG from Final Fantasy 
mastermind Hironobu Sakaguchi about a group of mercenaries with fresh action-oriented combat 
and music from Nobuo Uematsu that will delight your ears. One of its only issues is that it feels 
like being оп the Wii is holding it back -the framerate stutters throughout the experience, hurting 
the presentation of its story sequences, as well as the pacing of the battle system. 

So why not revisit it? Remastering The Last Story in HD could fix these few technical faults and 
create a stunning RPG for the Wii U too. 

It’s not news to anyone that the Wii U is starved for RPG content. Yes, Xenoblade Chronicles X 
comes out soon in Japan (and will hopefully arrive in the rest of the world shortly thereafter), but 
The Last Story HD could provide another quality tale to help round out the genre on the system. 

For an RPG produced in Japan, The Last Story is unique for featuring both cooperative and 
competitive online modes - players can team up with others to face monsters, or battle against 
one another. Maybe Mistwalker could expand the multiplayer mode on Wii U, with more special 
rewards? Or just add new functionality, like voice chat? Either way, this could be a nice addition to 
Nintendo’s newest home console. 

And selfishly, I’m just down for revisiting Lazulis Island again, even if The Last Story is admit- 
tedly only a few years old at this point. The game handles well with the Classic Controller, so 
mapping its button inputs to the GamePad would be a breeze, and the enhanced visuals would 
finally do the appealing art style justice. Plus, the cool combat would shine without any technical 
hiccups, thanks to the added horsepower of the Wii U. 

The Last Story deserves more fans and attention, and there would be no better way for it to get 
both than for it to get a Wii U remaster in HD. - EVAN 


THE LEGEND OF ZELDA: 
TWILIGHT PRINCESS 


== SHOULD ВЕ IN 3D, OR НО... OR NX! шш 


OCARINA OF TIME got its remake in 2011. In 2013, it was The Wind 
Waker’s turn. Then, just recently, Majora’s Mask returned to retail shelves 
with its own updated edition. 

Can there be any doubt that Twilight Princess is coming up next? 

If it isn’t already in active development, a remake of The Legend of Zelda: 
Twilight Princess has at least been planned and scheduled for future release 
for a future system, | assure you. The only question should be, which system 
would that be? 

The 305 would seem to be out of the running - its library is already 
Zelda-heavy with Ocarina of Time 3D, Majora’s Mask 3D and A Link Between 
Worlds, and the time between the releases of the Ocarina and Majora 
remakes was nearly three years. Twilight Princess 3D in early 2018? Not too 
likely. Nintendo will have moved on from the 3DS by then, either "New" or 
otherwise. 

Would the Wii U then be the more logicial destination? Perhaps, but I’m 
betting against that one too. High definition did wonders for The Wind 
Wakers cel-shaded visuals, but simply bringing TP into HD would result in a 
game that looked better, but would end up being compared poorly to the 
true Wii U Zelda sequel that we’ve been promised before the end of this 
year. 

That leaves just one option: a future Nintendo platform. Perhaps the just- 
announced Nintendo NX? Depending on what that system turns out to be, 
it’s certainly a strong possibility. Whether it’s the successor to the 3DS, 
the Wii U, or both in а hybrid capacity or an all-new, totally different 
machine of some kind, | could envision a Twilight Princess remake worki 
in every scenario. This game was released in two different versions origi- 
nally, уои may remember - it had a Wii version that was in widescreen and 
had motion controls, but it also had an all-buttons GameCube edition that 
played more traditionally. If Nintendo’s next dedicated gaming system keeps 
motion control at the forefront, Twilight Princess will be ready for a remake. 
If it’s a device that skews more old-school and focuses just on button inputs 
for control, again, Twilight Princess wil be ready for a remake. 

Basically, | can’t picture a future in which we don’t see this game again - 
especially after the rapid-fire re-releases of Ocarina of Time, Wind Waker 
and Majora’s Mask have made it seem so undeniably likely. 

Luckily, Twilight Princess would deserve the encore appearance even 
on its own merits, even if those other Zelda remakes hadn't already 
led the way. This is the game that thousands of fans wanted Wind 
Waker to be - a more adult adventure in the land of Hyrule, with 
a more serious tone to its story and a grown Link in the lead. 

Well, most of the time - a significant portion of the playtime іп 
this particular Zelda is spent with Link transformed and inhabiting the 
body of a wolf, as his new, playfully abrasive and altogether impish 
ally Midna rides around on him like a mighty steed. Some of 
the Wolf Link & Midna sequences became a point of 
frustration for players of the вате” original 
versions years ago, but just as the three Zelda 
remakes we've already received have smoothed 
over several wrinkles in those games, so too 
can we assume that any stumbling blocks here 
would be reduced or removed through the new 
development process. 

Twilight Princess has had a lasting impact on the 
greater Zelda franchise for years - this is а remake 
that is going to happen. The only question is when, 
and in what form? HD? 3D? NX? | can’t wait to see 
just which it will be, and I’m sure the results will 
be wonderful no matter what! - LUCAS © 
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MARIO PARTY 2 
N64, 2000 


The newly released Mario Party 10 has pushed good old King Koopa into the spotlight 
with its “Bowser Party” mode, an entire area of the game dedicated to the villain and his 
attempts to chase down and spoil the fun that Mario and his friends are trying to have. 
But though the Wii U’s putting a new spin on that idea by way of some unique GamePad 
usage to facilitate fresh four-versus-one minigames pitting Bowser against the rest of 
the characters, his attempts to be a party pooper have marked the series since its incep- 
tion - he’d pop up to terrorize players by stealing their coins and stars if they had the 
misfortune of ending up on a Bowser Space after an unlucky roll of the digital dice, and 
those who really had a taste for pain could choose to play entire parties on 
Bowser-themed boards like the one seen above (Bowser Land, from Mario Party 2). For 
all the other ways the series has changed (or stayed the same) over time, turn the page! 


Have Mario’s parties grown stale? Has he been throwing the same old bash over 
and over again, ever since the N64 era? Or have his festivities truly evolved 
over time? We look back across the entire history of the series to find out. 


IT WAS NEARLY 15 years ago now. A 
New Year’s Eve, arriving at the end of 
one of those luxuriously lazy weeks 
that follow after Christmas Day and 
are especially enjoyable when you’re 
still a student and haven't yet had to 
go back to school. My brother and | 
invited half a dozen friends over to 
our parents’ place with a singular plan 
and purpose: We were going to stay up 
all night long playing Mario Party. 

Though my memory of the inaugu- 
ral event isn’t absolute, | believe it was 
Mario Party 2 that was the focus of 
that first Super Thomas Bros. Mario 
Party party. (We didn’t actually call it 
that.) What | do remember clearly, 
though, is how much fun we had. 

Four of us at a time took up the 
N64 controllers, selected our charac- 
ters and battled it out across the 
virtual game boards, competing to 
become the one true Superstar. When 
someone wasn’t playing, they were 
probably still looking on - we had 
actual, tangible board games set up to 
entertain those who were waiting for 
their turn to jump into the next round, 
but they went woefully ignored as 
Mario and his fellow partiers managed 
to keep everyone's attention fixed 
firmly on the events occurring on- 
screen. We all had a blast, and so 
much so that we decided then and 
there to do it all again the following 
year. A Mario Party tradition was born. 

Over the next decade, New Year’s 
Eve became synonymous with Mario 
Party for our group of friends. As each 
new sequel in the series was released, 
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FEBRUARY 1999 


JANUARY 2000 


让 would Бе adopted as (һе next New 
Year’s Eve’s game of choice. In order, 
we played through every game in the 
series, one per year, until Nintendo’s 
streak of annualizing the brand was 
broken at the end of the GameCube 
era. 

Now, Mario Party 10 has just been 
released. It’s arrived into a world 
where Nintendo fan culture is more 
cynical and critical than it was back in 
the N64 era when its series was just 
getting started. Today, it’s common- 
place to see this series dismissed with 
a wave of the hand, any new install- 
ment written off as obviously being far 
too similar to earlier sequels. 

But is that really true? Are the 
newest Mario Party games really just 
the same old stuff? Or could it be that 
this series has evolved more over time 
than people give it credit for? I’m 
diving deep into my memories of New 
Year’s Eves long past to uncover the 
truth. 


MARIO PARTY 
The series’ very first installment was 
never the focus of one of our game 
nights (Mario Party 2 was already out 
by the time we started hosted them), 
but we had previously put the first 
Party through its paces thanks to а 
trip to our nearest rental shop 
sometime in 1999. My memories of it 
are likely the same as anyone else who 
played it: painful. 

It literally hurt to play Mario Party, 
as several of its minigames were con- 
trolled by spinning the controller’s 


MAY 2001 


central analog stick in furious 
circles, around and around and 
around again. The designers’ intent 
was that players would use their 
thumbs to push the stick around - 
practice, though, everyone resorted to 
placing their palms directly on top to 
be able to achieve much faster spin 
speeds. The result was blistered palms 
for nearly everyone who played, which 
caused a PR nightmare for Nintendo: 
The company ended up shipping free 
gloves to anyone who got injured and 
complained. (The stick-spinning mini- 
games are what kept this first Party 
from being re-released on Wii VC.) 
Aside from that early blemish on 
the budding brand, the first Mario 
Party was revolutionary - no one had 
ever done a virtual board game like it 
before, fusing low-key movement 
around a game board with higher- 
energy action minigames that took 
place after every round. The founda- 
tion was laid for an entire franchise, 
and, as we now know, it’s gone on to 
inspire a decade and a half of sequels. 


MARIO PARTY 2 

Refinement of the first game’s formula 
was the focus of its follow-up, as 
Mario Party 2 (which arrived less than 
a year after its predecessor), set 
about fixing a few flaws. It removed 
the stick-spinning style of minigames, 
thankfully, and also reframed the 
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Whole experience as a Costume 

party for the Mushroom Kingdom 
friends. We handed the more in-depth 
coverage duty for this one over to 
Teagan, though, so flip on to Page 59 
for more on MP2 in particular. 


MARIO PARTY 3 

Cellular Shopper! Let me just tell you 
all - especially those of you too young 
to remember - that there once was a 
time when being able to alter your cell 
phone's ringtone to just a different 
simple sequence of notes was like 
some kind of technological witchcraft. 
The Cellular Shopper item in Mario 
Party 3 beeped and booped out the 
first few tones of the classic Super 
Mario Bros. theme, and a whole gen- 
eration of Nintendo fans (myself 
included) then tried to puzzle out how 
to replicate that feat on our own rudi- 
mentary cell phones. The Cellular 
Shopper’s power to summon the Item 
Shop from anywhere on the board was 
also incredibly useful, as you could 
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ТНЕ РОКТАВІЕ РАКТІЕ5 


We may һауе been missing out for ignoring them, but the 
portable installments in the Mario Party series never factored 
into our annual New Year’s Eve parties. Mario Party-e was the 
first to be released, in early 2003. Uniquely, it was a physical 

card game first and foremost – you and up to three friends 
would draw cards from a deck of 64 total, and some of them 
were "e-Challenge" cards that could be scanned into a Game 
Boy Advance equipped with the now-obscure e-Reader periph- 
eral to activate minigame challenges. It was followed by Mario 
Party Advance in 2005, which was a traditional GBA cartridge 
released, but also included a tangible board in the box that you 
could use to play a more physical game with your friends. 
Beyond that, though, it was largely а solo affair – one that we’ve 
actually reviewed in this very issue back on Page 29 thanks to 
its recent Wii U eShop re-release. Mario Party DS was the final 
installment in the series to be developed by Hudson Soft (the 
original creators, before ND Cube took over). It involved Mario 
and the gang getting shrunk by Bowser and questing to regain 
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their normal sizes. Finally, Mario Party: Island Tour just came 


‘cay 5 — INCLUDED A 


use it to buy a Magic Lamp at any 
time - and the Lamp, in turn, could 
be used to travel straight to the Star 
Space so you could cash in your coins 
and pull ahead in the standings. Item 
usage like this is one way the series 
evolved while still on the N64; the first 
Party had no items, so all your move- 
ments on the board were left up to 
chance. With them in play, players got 
to have some sense of control. 


MARIO PARTY 4 

When the series made the leap to the 
GameCube for the first time, a visual 
upgrade was its most obvious step 
forward - but the extra attention 
given to the graphics seemed to steal 
focus from gameplay design, as the 
"move around the board to gather 
coins and ultimately buy a star" 
formula was still in effect here without 
much change. The item selection from 
the N64 games was swapped out for 
new gizmos like the size-altering 
Mini-Mega Hammer, but I’d pin the 
origins of most players’ complaints 
about the series’ sequels being too 
same-y to this installment. 


ра NINTENDO 
©) GAMECUBE. 


a 


2287 
P ГӘ NINTENDO GAMECUBE МІС, 


DECEMBER 2004 


[MRIS PARTY сгорает 
de’ м - = out in 2013. For more on it, find our review in NF Issue #6. 


MARIO PARTY 5 

To their credit, the developers of the 
Mario Party games seem to have rec- 
ognized the waning appeal of the 
standard formula, and so began to try 
introducing new ideas with Mario 
Party 5. In this one, the use of items 
was entirely overhauled with the intro- 
duction of the Capsule system - you 
could toss collected Capsules ahead of 
you on the board to booby-trap spaces 
for your opponents. 

Mario Party 5 also included a 
standalone side game called Card 
Party, and our New Year’s Eve 2003 
was spent largely playing it more than 
the main game. It’s similar to the new 
amiibo Party mode in Mario Party 10 
in that it’s styled to look like a real, 
tangible board game with unanimated 
playing pieces, dice rolls that land on 
the board itself and flipping playing 
cards. It was new and different, and 
we loved it. 


MARIO PARTY 6 

The boxart below illustrates two of the 
innovations introduced for the series’ 
sixth installment: a day/night 
mechanic that influenced the events 
that would occur on each game board 
(switching every few turns between 
light and darkness), and the integra- 
tion of the new Nintendo GameCube 
Mic peripheral, which came in the box. 


MAY 2007 


Microphones are now built into 
every new Nintendo handheld and Wii 
U GamePad, and talking or blowing 
into them has become a frequently 
used alternate method of input in 
several games. But using a mic in that 
manner was almost entirely novel a 
decade ago - even the first edition of 
the DS, with its built-in mic, had only 
gone on sale mere weeks before Mario 
Party 6 did. Connecting the mic acti- 
vated access to Mic Mode, which con- 
tained special minigames like "Speak 
Up," a verbal challenge styled like a 
TV quiz show. There were also Mic 
minigames mixed into normal rounds. 

Finally, Mario Party 6 also debuted 
a new Solo Mode targeted at address- 
ing one of the series’ longest-running 
criticisms: that there was nothing 
good to do with the games if you 
didn’t have friends over to play. 


MARIO PARTY 7 

As the fourth sequel in the series to 
be produced for the same piece of 
hardware, Mario Party 7 is another of 
the franchise’s biggest targets when 
detractors claim its games are always 
just more of the same. And really, not 
sugarcoating the truth here, there’s 
merit in that complaint. This seventh 
Party brought in an eight-player mode 
that had everyone holding just half of 
a GameCube controller to share it with 
someone else, but beyond that its 
elements were unoriginal. 


MARCH 2012 


THE END OF THE TRADITION 
Perhaps sensing that the series finally 
needed a break, Nintendo released no 
new sequel іп 2006 - and so our New 
Year’s Eve streak was broken. We still 
got together, but Mario Party was no 
longer the focus. We may have even 
played a physical board game instead! 

The series continued with Mario 
Party 8 for the Wii, which introduced 
Wii Remote control to freshen up the 
formula with a whole new way to play. 
A long break followed that, and then 
we got Mario Party 9 at the end of the 
Wii's life cycle. It changed things yet 
again, totally overhauling the struc- 
ture of movement around the game 
boards by placing all of the characters 
together in a car. And now Mario Party 
10 is here, and its Bowser Party and 
amiibo Party modes once again do 
things the series has never seen 
before. 

Honestly, looking back across the 
series as a whole, it’s hard for me to 
side with the detractors. With a couple 
of exceptions, each new sequel in the 
Mario Party series has made an 
earnest effort at innovation - people 
seem to turn a blind eye to that 
though, as it’s easier to just dismiss 
the franchise outright. 

Well, my friends and | know better. 
Mario Party has grown, just as we 
have. | think | know what my plans 
need to be for December 31 this year - 
it’s time to call the guys. - LUCAS 


CHARACTER PROFILE 
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Once а common minion іп Bowsers army, the sphere-spitting FIRST APPEARANCE 


Spike has now risen through the ranks to achieve playable status. SUPER MARIO BROS. 3 (1990) 
In the Japan-only Super Mario Momotaro, The record gets set straight with the New Super Mario Finally, Spike achieves the pinnacle of his career thus far! 
Spike earns some redemption by helping Bros. games, and now Spike regularly headlines entire He’s become a playable character for the first time ever in 
our hero defeat Bowser the Ogre. levels in the sidescrolling series. Mario Party 10. (But will he spike the party’s punch?) 
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Spike makes a gross first impression, He continues making appearances as a He makes the leap to 3D adventures too, but 
debuting as a foe who chucks spiked balls spike-tossing baddie, but Yoshi’s Story suffers a painful humiliation when the plodding 
— but only after upchucking them first. mistakenly calls him "Gabon." No respect! Captain Toad is able to easily sidestep his attacks. 


Perhaps foreshadowing his selection as the newest Spike must have gone back to Minion School at some You may have doubts about how Spike handles the 
playable enemy character in the Party games, Spike had point a few years ago, as when Mario and the gang came responsibility of stepping into a playable role in the 
a somewhat prominent role іп the series’ previous across him on their adventure through the Sprixie newest Party game, but let me just tell you that he is the 
sequel, Mario Party 9. There, he starred in giant form as Kingdom, he was ready with an all-new attack: hurling most joyful, most fun-to-watch, most fun-to-play-as 
the mid-boss of the Magma Mine board, attacking the spiked "rolling pins" instead of just simple spheres. The character of all - no exaggeration. We’ve seen Mario and 
four partiers with his trademark spiked balls in the rollers served as more difficult-to-dodge obstacles than Luigi and all the rest of the regulars countless times now, 
minigame called "Spike Strike." Players had to quickly the old balls would have been in the same environments, but Spike’s entirely original animations and hilarious 
select a weapon on the screen to defend themselves and also worked to frequently force multiple players to emotional reactions to his successes and failures help 
from the assault – hope you didn’t pick a tree branch! leap out of the way at the same time. the game feel fresh. He was a great pick to be playable! 


BY LUCAS M. THOMAS 


МОТТНЕ 
ONLY “SPIKE” 


If you’re thinking to yourself that 
"Spike" doesn’t seem like all that unique 
of a пате, you're right - even several 
other characters within the Mario series 
have been known by it. First and 
foremost was "Foreman Spike," the anti- 
Mario, construction-site-demolishing 
antagonist of 1985’s Wrecking Crew (he 
was kind of a prototype for Wario, and 
hasn’t been seen for almost 15 years 
now). Then there was King Koopa’s 
clueless cousin Spike in 1993’s Super 
Mario Bros. movie - it’s unclear whether 
or not the character was named after 
the actual Spike enemy, or if it was just 
а generic "bad guy" name. Finally, there 
are even other in-game, mainline Mario 
series minions that are called Spike, at 
least in part – the "Spike Tops" are the 
variants of Buzzy Beetles that bear a 
single pointy protrusion on their shells. 
So it’s not that original of a name, 
certainly. (But at least it’s better than 
non-names like "Blue Toad.") 


RETRO 


“| want to defeat 
King Koopa too!” 


- SUPER MARIO MOMOTARO (1989) 


THE LEGACY OF 
PLAYABLE MINIONS 


It’s become something of a tradition for new sequels in the Mario Party series to pick a 
regular, recurring, entirely common enemy character and elevate them to playable status 
- often for the first time in their careers. Spike got the nod for Mario Party 10, but in 
Mario Party 9, it was a simple Shy Guy. Before that, in Mario Party 8, everyone's 

favorite aquatic foe, Blooper, rolled around the game boards with Mario and his 

friends - and they were joined by a lone Hammer Bro, too. Stepping further back x 
in the timeline, Mario Party 7 made Birdo and Dry Bones unlockable partygoers. í 
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(Dry Bones’ star was on the rise іп 2005, as just a few months before he’d 2 

become playable for the first time in Mario Superstar Baseball, and just one 

week after Party 7 came out, he joined the driving roster in Mario Kart DS.) "7 
& -ж 


A normal, unnamed Boo has also been selectable in several of the series’ 
sequels, to round out our list. So that just leaves the question: Which 

foe should become playable in Party 11? A Piranha Plant? A Bullet Bill? > 
How about just a run-of-the-mill Goomba? No arms? No problem! 


WARP ZONE 


THE MARCH/APRIL 1990 issue of Nintendo 
Power marked the moment everyone had been 
waiting for: the release of Super Mario Bros. 3 for 
the Nintendo Entertainment System, which kicked 
the issue off with one of the magazine’s iconic clay- 
sculpted covers and eight pages of information on 
Mario's newest and biggest adventure to date. The 
game would also soon mark a turning point for the 
publication, though that part is yet to come. 

Other games featured in this issue would ulti- 
mately pale next to the legacy SMB3 would leave. 
Nonetheless, the submarine simulation Silent 
Service, futuristic Pinbot pinball and 720° skate- 
boarding were given time to shine in this issue 
alongside more action-oriented fare, such as the 
ninja warfare of Wrath of the Black Manta and the 
monster-slaying fantasy of Astyanax. The one other 
featured game that would etch its own legacy in the 
minds of Power Players was Pitfall creator David 
Crane’s A Boy and His Blob: Trouble on Blobolonia. 

Previews, on the other hand, were a bit more 
potent. Few may remember the Rolling Thunder-ish 
gameplay of the drug-busting Code Name: Viper 
from Capcom, but Konami's Contra sequel, Super С 
(whose stars Bill Rizer and Lance Bean adorned one 
side of this issue’s poster), probably resonates a 
little more in the minds of those gamers today who 
remember back to this time. Rounding things out 
was a little-known title from a pre-Enix Squaresoft 
called Final Fantasy. (You’ve probably never heard 
of that one, huh?) 

The most memorable game from the Game Boy 
section this time was Konami’s Nemesis – а 
portable version of their Gradius shoot-’em-ups – 
while "New Games" for the NES included the likes of 
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Tecmo World Wrestling, Abadox, Bases Loaded ІІ, 
The Battle of Olympus and Rescue: The Embassy 
Mission. Video Shorts spotlighted a few interesting 
names іп Taito’s Target: Renegade, X-Men from LJN, 
Konami's Top Gun II and even a pair of Fisher-Price 
games from GameTek to show that you're never too 
young to play Nintendo. 

Howard and Nester’s latest adventure saw them 
out of their weight class as they took on the 
athletes of Super Spike V’Ball. Other tips came from 
Counselor’s Corner for Willow, Dragon Warrior, 
DuckTales, River City Ransom and Shadowgate, 
while Classified Information featured tricks for 
besting Mike Tyson’s Punch-Out!!, Bad Dudes, Mega 
Man 2 and Double Dragon ІІ. Speaking of Mega Man 
2, it found itself in the #2 spot on the Top 30, sand- 
wiched between Teenage Mutant Ninja Turtles at #1 
and Super Mario Bros. 2 at #3, with Zelda 11: The 
Adventure of Link following at #4. 

Before there was the Electronic Entertainment 
Expo, the 1990 Winter Consumer Electronics Show 
in Las Vegas brought exciting tidings of the future 
as the names for all sorts of sequels were revealed, 
including Ninja Gaiden 11, Gauntlet II, Castlevania III, 
Ikari Warriors 1. . . апа something called "Street 
Fighter II," among many others. Pak Watch elabo- 
rated on some of these and showed off Chip ’n Dale: 
Rescue Rangers and Maniac Mansion. 

Rounding things out in the NES Journal was The 
World’s Second NES Power Trivia Quiz, an interview 
with Roseanne star Sara Gilbert and an update on 
the 1990 Nintendo World Championships. Finally, 
the ballots were opened for the 1989 NP Awards, 
but we'll have more on that next time, as winners 
weren't announced until Issue #12. - DAVID 
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THE DRAGON WARRIOR TEXT ADVENTURE 


In 1990, the concept of role-playing games was still foreign to mainstream audiences (literally, in this 
case). While Dragon Quest was a massive hit in Japan, Nintendo of America knew they’d have to work 
extra hard to show the genre’s appeal to Western audiences when they brought the game over as 
Dragon Warrior. The NP crew took a stab at creating a kind of demo of the game in printed page form - 
similar to the "Choose Your Own Adventure" book concept, four pages of this issue were dedicated to 
the "Dragon Warrior Text Adventure," wherein various situations were stated with choices and direc- 
tions of which panel to go to in order to reach the end. "A Slime draws near. Do you Fight, or Run?" 
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High Flying Adventure 
Don't Miss! 
Silent Service 
720° 
A Boy And His Blob 
Pinbot 
Astyanax 
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Big Bon 

36-Page Nintendo 
“Pak Source” 
Game Directory 


EXCLUSIVE INSIDER POWER TIPS! 


THE PAK SOURCE 


The year was 1990. The Internet as we know 
it was barely even a concept in most people’s 
minds, while resources such as GameFAQs, 
Wikipedia and Metacritic were not even 
glimmers in the eyes of their creators. As 
such, keeping track of all the games available 
out there was a monumental task. Enter the 
Nintendo Power Pak Source! Included with 
this NP issue as a free insert, this resource 
gave information on pretty much every 
(legitimate) NES game released at this point 
in time, including ratings, screens, genres, 
release dates and even secret tips printed in 
a light blue ink that couldn’t be photocopied. 
They even provided the addresses and phone 
numbers of every NES game publisher! 


NINTENDO: 


Т5 NEW TO ME! 


Over 15 years ago, Mario threw his second Party. We invited a bunch of teenagers - 


Mar the/placeyjumping! и 1 С 5 í 
who were two years old back then - to play this old-school installment in the series. 


ORIGINAL RELEASE: NINTENDO 64, 


JANUARY 2000 (NORTH AMERICA); 
NOVEMBER 2000 (EUROPE) 
PUBLISHER: NINTENDO 
DEVELOPER: HUDSON SOFT 


PLAYING IT 
TODAY 


In order to play this game 
from three generations ago, 
we used a console from one 
generation ago with a set of 

four controllers from two gen- 
erations ago. Mario Party 2 

isn’t available through the Wii 

U eShop, but is still on sale as 

a Wii Virtual Console title 

through the older Wii Shop – 
but you’d need four Classic or 
Pro Controllers to play it on 
Wii U. We wanted to use 
GameCube pads, so that meant 
downloading it to an original 
Wii machine. Confused? That’s 
to be expected. Maybe 
Nintendo should just get on 
the ball and add N64 titles to 
the modern eShop, don’t 
you think? 
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LUIGI WINS 
BY DOING 
ABSOLUTELY 
NOTHING 


If you’ve never played Mario 
Party 2 before, you may still 
be familiar with this specific 
sequel in the great Party 
series thanks to one of the 
oldest viral videos on YouTube: 
"Mario Party 2: Luigi wins by 
doing absolutely nothing." In 
the video (posted back in 
2009), YouTuber KlydeStorm 
presented footage of various 
Mario Party 2 minigames with 
the player controlling Luigi 
having no controller input 
whatsoever - and still winning 
against three А.І. opponents 
set to Easy mode (they simply 
beat themselves). Check it out: 


youtube.com/ 


watch?v=m6PxRwg jzZw 


MARIO PARTY IS an iconic Nintendo series if ever there was 
one. The premise is simple and brilliant: Take recognizable 
Nintendo characters and put them into a board game - and then 
put that board game into a video game! It’s game-ception! 

The entire game is built on an undeniable element of random- 
ness. Even the number of spaces you move and where you get to 
land every turn is determined by the dice that you roll at the 
beginning of the turn. As you proceed around the board attempt- 
ing to reach Toad and buy his star, the only two things you can 
control are which direction you choose at any crossroads you 
come across - proper space counting 15 ап essential part of any 
Mario Party experience - and how many coins you procure. 

Coins are gained by winning minigames, the bread and butter 
of this series. The minigames are not much different from all of 
those seen in the newer Mario Party games I’m more accus- 
tomed to playing, and, for the most part, if you win in the 
minigames you'll have coins in ample supply. 

But there’s always the possibility that something - or 
someone - will snatch your hard-earned cash, because a well- 
timed Boo Bell from an opponent can take everything you have! 
This unfortunately common circumstance can leave you unable 
to purchase the star when you finally make it to Toad’s space, 
forcing you into taking a walk of shame around the rest of the 
board. 

The minigames come in dozens of varieties, most of them 
appearing as four-player free-for-all challenges that will have 
you and your perhaps soon-to-be ex-friends climbing, shooting, 
flying and even racing slot cars against one another. But the 
Mario Party staple one-versus-three games break up the mini- 
game action by placing one player at the mercy of the others (or 
vice versa) until time runs out. 

Also, there are heart-pounding Battle minigames that can 
strip you of your hard-earned coins if you make one wrong 
move, and Duel games that pit two players against each other 
with significant rewards on the line. They round out the mini- 
game lineup, and altogether, the variety provides a profuse 
amount of wacky ways for coins - and even stars - to change 
hands. No matter how far ahead any one player seems to be, the 
lead is never cemented until the final bell tolls and the game 
ends! 

Visually, the game is charming. Sporting the super-typical 
polygon people that the N64 is renowned for and many back- 
grounds and character models from other N64 games such as 
Super Mario 64, this game comes across as lighthearted and 
carefree at every turn. 

From a narrative standpoint, Mario Party 2 actually makes an 
effort to create a reason for why Mario and company are in 
these crazy circumstances. This Party is a costume party! Every 
different game board clothes the characters in different garb, 
from pirate outfits to wizard hats. The theme is then carried 
through every element on that board, ultimately building to a 
final cutscene in which the winner of the party steps into the 
spotlight as the hero who fights and defeats the villanous 
Bowser. (But not just Bowser! He’s the outlaw "Bowser the 
Brash" on the Wild West-themed board, the intergalactic "Black 
Hole Bowser" on the space-themed board and so on.) 

All of the intent of the creators aside, this can be one of the 
most frustrating and disheartening video games you've ever 
played as you watch another player’s stars steadily tick up as 


you helplessly flounder around the edges of the map 
simply trying to collect a few coins - and events such 
as Bowser raiding the board or a badly timed Battle 
minigame can end your last opportunity to reestab- 
lish any kind of lead. 

But even the player in absolute last place could 
find a hidden block on the board with a star in it, 
ring off a Boo Bell at the perfect moment and earn 
all three Bonus Stars to end with a healthy total of 
five stars altogether - and all that could theoreti- 
cally happen in one turn! The point is, you have no 
idea what will happen. So without some extremely 
good humor or a total lack of competitiveness, some 
players might be left looking forward to nothing but 
the game ending (though they might still end up 
winning). 

So sheer randomness is definitely reinforced in 
every round that you play, but that at least should 
release you from any sense of "| have to win!" you 
тау have - because even if you do think that, and 
even if you try as hard as you possibly can, it’s likely 
that you won’t change the outcome at all! 

In the end, the question | asked myself after 
playing Mario Party 2 was, "Is this actually fun?" 
Because there were some times in which | was 
incredibly frustrated - but other times when | was 
laughing out loud enjoying the game (only to later be 
driven back to exasperation). All | can suggest is, use 
this game as an excuse to hang out with people you 
really like, and don’t sweat the outcome! - TEAGAN 


DATE OF BIRTH 


December 25, 1964 


BIRTHPLACE 


Kyoto, Japan 


CURRENT POSITION 


Freelance Composer 


FAVORITE FOOD 


Spicy Food 


LITTLE-KNOWN FACTS 


| love cats! 


UNIQUE AND 
INTERESTING PHOBIA 


None in particular. 


BEST KNOWN FOR 


Mega Man, U.N. Squadron, The Derby 
Stallion Series, Mighty No. 9 


CURRENT PROJECTS 
Mighty No. 9, Target Acquired, 
Flat Kingdom, Starr Mazer, 
Heart Forth, Alicia (That’s "Heart 
Forth, Alicia” - one game with a 
comma in its name, not two games 
named Heart Forth and Alicia.) 


MANAMI MATSUMAE 


The creator of the very first Mega Man soundtrack nearly three decades ago; now one of the industry’s most highly 
sought-after composers hard at work on several upcoming surefire hits. 
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МЕ: What was your first job іп the 
video game industry, and how did 
you get it? 

When I was 
in my senior year of college, | saw an 
ad by Capcom soliciting employment 
applications. | applied, and they hired 
me. My first task at the company 
wasn’t actually Mega Мап ~ it was 
Yosuke Ide’s Jissen Mahjong. | made 
one classic song in that game. After 
that, | did Mega Man. 


What was your perspective on the 
role of music in video games when 
you first started working in the 
industry? And has that perspective 
changed over the years? 

When it comes to making games, my 
thoughts today have not changed from 
long ago in the slightest. | don’t make 
music for myself or even the develop- 
ment team. | make music with the 
players in mind as my top priority. Can 
players enjoy the game while listening 
to my music? Will they move to the 
beat of the music as they play? | think 
of these things while creating music. 


What programs did you use to make 
the music for your first games? Was 
it hard to adjust to using a computer 
to create your work in those days? 
How do you think those technological 
limitations affected the way you 
compose? 


| think at the very beginning, | 
composed using an application called 
MSX. | then converted the songs made 
with that into MML (Music Macro 
Language). My first computer was 
actually a PC 98, which was purchased 
for me after Mega Man. | used a 
software sequencer called Recliet 
PLUS with it to compose music with. 
However, it was my first time with a 
computer, and it took me months to 
get used to using it. It was tough (and 
| was just unskilled at computers in 
general). 

As for composing limitations, it was 
tough being only allotted three chords 
to work with, but | used Arpeggio to 
provide the chords, and | enjoyed that 
process a lot. Also, as the industry 
advanced from the NES to the Super 
NES, the number of sounds in music 
increased, which made it easier to 
express our intended compositions. 


The music you created for the 
Rockman (Mega Man) series is now 
world famous and has been remixed 
by countless fans. Several of the 
tracks you composed have gone on to 
become well-known and well-loved, 
even by people who have barely 
played Mega Man before. Did you 
ever envision that your music might 
end up being the most memorable 
and touching part of the games that 
you’ve worked on? 

I’m surprised that even after almost 
30 years, people still like Mega Man’s 


5 LE 


НЕЕЕЕЕЕ 
SNe 


wH 


zN y = 


music. I’m quite happy at that. | could 
never have imagined this to be the 
case back then and thought | was just 
doing simple composition work. | think 
it’s wonderful that fans love the music, 
to the point where it’s almost unreal. 


The Mega Man series is known for its 
difficulty – particularly Mega Man 1 
and 2 – but your music is so catchy 
and exciting that it’s still hard to put 
the games down. Was it your intent 
to balance the games’ discouraging 
difficulty with encouraging, motivat- 
ing music, or was there some other 
effect that you were planning to 
evoke? 

As I’ve mentioned in the past, the 
most important things when making 
music are the game’s backgrounds, 
characters and game world. But even 
above those is how to make the player 
happy when listening to the music. | 
take these things into consideration 
and compose from there. 


How does it feel to look back on your 
catalog of music and see how your 
various compositions have been 
embraced? Do you have an idea as to 
why some of your music has become 
"iconic" while other works are less in 
the spotlight? 

I’m quite happy with it. Personally, all 
songs are important to me, whether 
they're famous or not. After all, this is 
tied more to the sales of the games. If 
a game sells a lot, many people will 
listen, and if it doesn’t, then few will 
have the opportunity. But for me, if 
even one person listened to a song 


that wasn’t popular and loved it, then 
I would find that to be an honor. 


In your early years in the industry, 
you were credited in your games as 
"Chanchacorin." Why did you go by 
an alias at that time, and why did 
you choose that particular name? 
When | was at Capcom, we weren't 
allowed to put our real names in the 
ending credits. (This was for fear of 
being headhunted by other compa- 
nies.) So, | thought of a nickname to 
use, and my favorite phrase in 
Japanese is "chanchan," which | would 
say a lot. So, we went with 
"Chanchacorin." 

The other day, | was speaking with 
Keiji Inafune from Comcept about this. 
He told me that ChanchacorinManami 
was 18 characters long, so he asked 
me how much data this would take up 
and what other parts of the game 
were deleted to accommodate for my 
long name. Akira Kitamura, the 
вате” planner, was "А.К" which is 
three characters. Inafune was 
"Inafking," which is eight characters. | 
had the longest name. (laughs) 


When you returned to the Mega Man 
series with Mega Man 10, did you 
feel pressure to compete with your 
past work on the series? Did you feel 
like the changes that you’d gone 
through as an artist helped or hurt 
your ability to compose for Mega 
Man? 

| moved to Tokyo after leaving 
Capcom. | did not do any work with 
the company afterwards until | was 
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askedto do ап arrangement for Mega 
Man 9 (which appeared on the 
Rockman 9 Arrange Soundtrack). And 
after that, | ended up composing for 
Mega Man 10 as well. By that point, | 
was making music for other genres 
besides action, so Mega Man 10 was 
my first foray into it in quite awhile. | 
was more than happy to work on it. 


You’ve been іп the industry for 
almost 30 years, which is a monu- 
mental feat in and of itself. Did you 
think you’d ever see the day whena 
game composer (Austin Wintory) 
would be nominated for a Grammy? 
Even | can’t believe it’s been almost 30 
years! (laughs) | did іп fact hear about 
Austin Wintory being nominated for 
the Grammy award, and | thought that 
was quite wonderful. Good music will 
be respected, whether it’s featured in 
films or games, and regardless of 
genre. 


Speaking of how the role of the game 
composer has changed over the 
years, how does it feel to be one of 
the headlining members of the devel- 
opment team on recent games like 
Shovel Knight, Target Acquired, Starr 
Mazer and Mighty No. 9? 

I've been working on plenty of indie 
games recently. Compared to larger 
companies, | can understand the faces 
of the people that work on those 
games and we can have an easier time 
coming to a mutual understanding on 
several issues. It’s a very easy and 
relaxing environment to work with 
indie developers. 


Plus, the games themselves have 
been amazing, and it’s an honor that 
their development teams have allowed 
me the privilege of composing for 
them. 


Now that you’ve gained more public 
recognition in the industry, any 
thoughts on releasing a solo work? 
Something independent from your 
game compositions? We noticed that 
you worked with Keiji Yamagishi 
(Ninja Gaiden, Tecmo Bowl, Gitaroo 
Man) on his recent solo album... 
Asolo album...1’m still thinking 
about it. (laughs) The track | worked 
on for Keiji Yamagishi’s album was 
something | made about two years 
ago. | created the first part of the 
song, and then handed the data off to 
Keiji, who added more to it before 
sending it back to me to add to. I’m 
very happy to see the positive reac- 
tions to his album. 


You joined record label Brave Wave 
in 2013 as a composer and advisor. 
What do you do with Brave Wave? 
What do you hope to accomplish with 
the label? 

Making music for games comes with 
some specific conditions. For example, 
action games need lively music, or 
RPGs need something calmer and 
quieter. But with Brave Wave, | don’t 
have any of those conditions. | can 
freely make music that | want to 
make. | can relax and make the music 
as | see fit, which then refreshes me 
for the next game-related project. This 
has been my rhythm for the past few 


years, and | think both have positively 
influenced me. | want to continue 
writing more music, so that people all 
around the world will learn of Brave 
Wave's name. 


Gaming companies don’t publicize 
the work of their composers, but now 
you’re gaining the public’s interest 
with Brave Wave. How does it feel to 
work with people who encourage you 
to be proactive? 

| think that if someone isn’t proactive 
in all aspects of life, then one can 
never move in а positive direction. So, 
it’s fantastic to be working with the 
people at Brave Wave, who are very 
proactive. On top of that, Brave Wave 
keeps me in touch with indie develop- 
ers from outside of Japan and they 
represent me there. | want to keep 
working hard so people from outside 
Japan can be interested in game 
music. 


Who are some of your biggest influ- 
ences, both in and out of game 
music? 

I’ve been influenced by the "805 music 
| listened to during my time at 
Capcom. | think the "805 were known 
for catchy melodies and atmospheres. 
In particular, | really look to Pat 


Metheny for inspiration. The modulate 
changes featured in his music feel 
great. 


Are there any game franchises that 
you want to work on that you haven’t 
had the opportunity to take on yet? 
If so, which franchises and what 
would you like to do with them? 

| love simulation RPGs like Fire 
Emblem, Vandal Hearts and Shining 
Force. | would love to make music for 
this genre one day. | would, of course, 
take into account the fanbase of those 
games and make music that they 
would enjoy. 


Finally, if you could have any super 
power, what would it be? 

Good question! I actually have a very 
large appetite, so | wish | could 
become a chef and attain its associ- 
ated magic powers. I’m a composer 
and a housewife at the same time, so | 
have to cook food every day. But even 
if | weren’t, everyone wants to eat 
delicious food, right? (laughs) 


Old meets New in an all-new remake of a 15-year-old masterpiece: 

The Legend of Zelda: Majora’s Mask 3D. Our full review 15 just a page-turn away, 
followed by cover games Mario Party 10 and Code Name: 5.Т.Е.А.М., last issue’s cover 
star Kirby and the Rainbow Curse, the New Nintendo 3DS hardware and more. 

It’s one of the strongest lineups of any first quarter of any year, ever! 
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Тһе Man of Many Faces 


DARK, SURREAL, POIGNANT. 
Link’s foray into the world of Termina 
-а strange fascimilie of Hyrule 
destined to be crushed beneath a gri- 
macing moon unless our hero can find 
а way to stop its descent - 15 certainly 
one of his most unusual adventures, 
but it’s also one of his best. Originally 
released near the end of the Nintendo 
645 life cycle, Majora’s Mask proved to 
be a gripping swansong for the 64-bit 
console, but its somber tone and 
unorthodox structure caused a rift in 
he Zelda fan base, which Nintendo 
and co-developer Grezzo have sought 
о rectify with Majora’s Mask 3D for 
the 3DS. Like Ocarina of Time, the 
game has received a lavish makeover 
in its move to the handheld, refining 
he experience and making it more 
accessible both to new players and 
hose who were turned off the first 
ime around. 

Right from the start, the most 
striking thing about ММЗО is its 
visuals, which have been touched up 
considerably. Character models have 
been improved and reanimated, and 
each of the game’s textures has been 
redrawn, adding a stunning level of 
detail to the environments. As beauti- 
ful as these improvements are, 
however, most impressive are the little 
touches sprinkled throughout the 
world. The photographs furnishing 
Clock Town’s houses, the way sunlight 
filters through the windows at certain 
hours of the day - these small flour- 
ishes, as insignificant as they may 
seem compared to the redone 
textures and animations, contribute 
immensely to the game’s sense of 
immersion and go a long way in 
bringing Termina to life. 

Beyond the visual improvements, 
Nintendo and Grezzo have revamped 
other features like the Bomber’s 
Notebook, making it easier to manage 
the game’s sidequests. In the original 
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version, the notebook cataloged all of 
the townspeople’s schedules and 
dilemmas, but its static presentation 
limited its usefulness. For the 305 
version, the developers have com- 
pletely redesigned the notebook and 
expanded its functions. In addition to 
logging each townsperson’s schedule, 
the notebook now displays active and 
rumored quests on a separate page, 
giving you a clearer understanding of 
the tasks at hand. It also allows you to 
set alarms, a handy ability to have 
when you need to meet a character or 
witness an event at a specific time. 
The Bombers themselves even play 
an expanded role. In the original, the 
gang offered little help beyond sum- 
marizing their notebook’s functions; 
now, they'll regularly share rumors 
and other helpful information with you 
throughout the adventure. Their tips 
act much like the hint system from the 
Metroid Prime titles, nudging you in 
the direction of your objective rather 
than outright revealing its solution. 
Together, these changes help you 
parse through the game’s dense 
network of characters and sidequests 
much more easily. 


The developers have made several 
other tweaks to the game as well 
(namely to the boss fights, which have 
been reworked to make the bosses’ 
weak points more obvious), but the 
underlying experience remains largely 
unchanged. The main quest is fairly 
short by Zelda standards - there аге 
only four dungeons to complete - but 
it’s complemented by a wealth of side- 
quests, minigames and other activi- 
ties, all of which are facilitated by the 
title’s unique structure. Each resident 
of Termina follows a specific routine 
throughout the вате” three-day 
duration, and they’re all grappling 
with some sort of dilemma that only 
Link can resolve. Many of their 
problems are fairly mundane 
compared to the looming apocalypse, 
but they add a very personal touch to 
the narrative that helps humanize the 
entire experience. Without spoiling 
too much, helping the people of 
Termina leads to some of the most 
touching and poignant moments in 
the entire series, and it’s these inter- 
actions, more than the dungeons or 
puzzles, that make Majora’s Mask such 
a rewarding and enduring title. 

Unfortunately, for all of the 


improvements MM3D makes to its 
source material, there are still a few 
issues that hamper the overall experi- 
ence. While the controls are generally 
intuitive, Zora Link in particular can be 
difficult to maneuver while swimming, 
making underwater areas needlessly 
cumbersome. There are also a few 
instances where the framerate dips 
beyond comfort - these occur infre- 
quently enough that they never 
impede the gameplay, but they’re nev- 
ertheless noticeable. And for all of the 
pains the developers have taken to 
make the experience more welcoming, 
many of the game’s puzzles are still 
quite obtuse, which can be frustrating 
(especially when you're racing against 
the clock). 

Despite these few complaints, 
however, ММЗО is a lovingly crafted 
update and the definitive version of 
the N64 classic. Purists may take 
offense at some of the changes found 
in this remastering, but on the whole, 
the tweaks that have been made only 
benefit the title, making the experi- 
ence more inviting to both new 
players and veterans alike. That there 
is still no other title quite like MM, 
even some 15 years after it debuted, 
serves as a testament to its originality, 
and makes the experience feel just as 
fresh now as when it was first 
released. – KEVIN К. 


NINTENDO 
GREZZO & 
NINTENDO EAD TOKYO 


DEKU LINK 


The first mask you’ll acquire on your 
journey through Termina is the Deku Mask, 
which allows Link to assume the form of a 
Deku Scrub when he puts it on. Despite his 
stubby frame, Deku Link has a number of 

abilities that will be invaluable in saving 
the world from Skull Kid’s wrath. While in 
Deku form, Link can burrow into special 
Deku Flowers, which will propel him into 
the air and allow him to fly over chasms for 
a brief period of time. Deku Link also has a 
couple of offensive skills at his disposal: 
Tapping the A Button will deliver a quick 
spin attack with his cap, while holding B 
will charge up a magic-fueled bubble 
attack, allowing him to shoot enemies and 
other targets from a distance. Deku Link 
can even hop across water for a short time, 
making him the ideal form for navigating 
Termina’s Southern Swamp. Unfortunately, 

Deku Link also has one big inherent 
weakness - his wooden body makes him 
particularly susceptible to fire, so be sure 

to stay away from flames! (And dogs.) 
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GORON LIN 


After easing the soul of the deceased 
Goron hero Darmani, Link gains his second 
transformation mask: the Goron Mask. 
Donning this item allows Link to assume 
the form of a mighty Goron. Along with 
improved strength and durability, Goron 
Link gains a number of skills that will be 
instrumental in your journey. Like other 
Gorons, Link can curl into a ball while in his 
Goron form, allowing him to roll around. 
Not only does this give Goron Link a much 
needed boost of speed (at the expense of 
maneuverability), it also doubles as an 
offensive technique - continue rolling for a 
short period of time and Goron Link will 
sprout spikes, allowing him to barrel 
through foes and other destructible objects 
(while gradually depleting your magic 
meter). Goron Link can also leap into the 
air and deliver an earth-shattering ground 
pound while curled up. And when there's 
no room to roll, Goron Link can unleash a 
barrage of powerful punches, making him 
one of Link’s most formidable forms. 


ZORA LINK 


The third and final transformation mask 
Link will acquire in his journey across 
Termina is the Zora Mask, which enables 
him to inhabit the body of the Zora guitar- 
ist, Mikau. As you’d expect from his fishy 
appearance, Zora Link’s abilities revolve 
primarily around water. Unlike Link’s other 
transformations, Zora Link can swim freely 
beneath the waves, allowing him to explore 
Termina’s vast seafloor. He can also use 
magic to surround himself with an electri- 
cal barrier while submerged, making him 
invulnerable to aquatic foes (and increas- 
ing his swimming speed). But while Zora 
Link is most comfortable in the water, he 
can more than hold his own on land as 
well. Tapping B while on shore will make 
Zora Link unleash a series of martial arts 
kicks, while holding the button will launch 
his fin blades like a pair of boomerangs, 
which can then attack distant enemies and 
retrieve objects. His slender, fish-like body 
has its drawbacks, however – like Deku 
Link, Zora Link is susceptible to fire, so 
you’ll need to avoid contact with fiery foes. 


AMASSING A MULTITUDE OF MASKS 


In addition to the Deku, Goron and Zora Masks, Link will come into possession of many other 
masks during the course of his journey. A total of 24 different ones are hidden throughout 
Termina, each of which bestows our hero with a unique ability (including the not-so-secret 

Fierce Deity Mask, which transforms Link into an ancient and powerful warrior - but only during 
boss battles). Many of these masks serve a very particular purpose; the All-Night Mask, for 
instance, allows Link to sit through long-winded stories without falling asleep, while the Don 
Gero Mask lets him communicate with frogs. Others have more practical uses – the Bunny Hood 
increases Link’s running speed, while the Blast Mask can be detonated at will (a handy ability to 
have when you're short on bombs, though it will cost Link health each time it’s used). But 
perhaps the most useful of Link’s non-transformative masks is the Great Fairy Mask, which 
makes locating the Stray Fairies scattered throughout Termina’s temples much easier. (The 
rewards for retrieving them range from increased health to boosted magic, making that mask 
one of your most invaluable items.) And that’s only a small fraction of the masks you'll find! 
Others have their own special uses, and figuring out when to wear them is part of their fun! 


MARCH/APRIL 2015 65 


Three Parties in One 


MARIO PARTY 10 


ORDER A PIZZA. Get some drinks. 
Invite over all your closest friends - at 
least four of them - and then you'll be 
ready to party with Mario Party 10! 
That’s just what we did. A couple of 
weeks after Teagan and a few of his 
fellow teenagers came over to the NF 
command center (my house) to play 
the old-school Mario Party 2 to facili- 
tate him being able to write his "It’s 
New to Me!" column for this issue, | 
invited the same gang back again to 
put this latest release in the series 
through its paces. We laughed. We got 
frustrated. We laughed some more. It 
was a grand old Mario Party time, in 
many ways similar to our 
time with МР2 – but in 
three ways different. 


- 


As | explained back on Pages 54 
апа 55, this series has evolved much 
more over time than people give it 
credit for - and Mario Party 10 repre- 
sents, to me, its biggest evolution yet. 
This game is like three games in one, 
as its three different modes offer up 
wholly unique ways to party with your 
friends, not one of which is a copy of 
what the series was doing back in the 
N64 era. 

Let’s start with the Bowser Party 
mode, as it gets central billing on the 
game’s main menu screen and has 
been the mode Nintendo’s promoted 
the most for this Wii U sequel. In it, up 
to five players can play together - four 
forming "Team Mario" and riding 
together in a vehicle across the virtual 
game board, and the fifth taking up 
the Wii U GamePad to become Bowser 
himself. The Team Mario players take 
turns rolling the die to make progress 
toward an end goal on the board, and 
after all four have had a turn, Bowser 
takes his turn - rolling four dice of his 
own to try to catch up to the car. If he 


succeeds, you witness the truly terri- 
fying scene of the gigantic Koopa King 
trampling across the board in pursuit 
of the partygoers, then leaping into 
the air and crashing down on them to 
activate a Bowser Party minigame. 

There are 10 of these in total, and 
they represent the best minigame 
designs in the package - because they 
each use the GamePad for its unique 
asymmetric fifth player capability 
(whereas all of the other minigames in 
the other modes could have been 
designed for last generation's Mario 
Party 9, and no one would be able to 
notice any difference). The Bowser 
player breathes fire by blowing into 
the microphone, tilts the GamePad to 
make columns of fire roll toward 
running players and more. None of the 
minigames offers up a true wow 
factor, but they are new and different, 
and that goes a long way in this series 
that’s constantly criticized for only 
ever offering more of the same. 

The tension of Bowser Party can 
get intense, too - Team Mario has to 
keep from running out of Hearts to 
win, and it always seems games aren’t 
decided until the last possible 
moment, right at the finish line. 
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Next up, let’s talk amiibo Party. 
This mode is only available if you have 
at least one of the nine compatible 
characters’ amiibo figure to use to tap 
on the GamePad to unlock it (Mario, 
Luigi, Peach, Yoshi, Toad, Bowser, D.K., 
Rosalina or Wario), and beyond that 
each human player who wants to par- 
ticipate needs one of those amiibo to 
be able to play. It’s a bit of ashame 
that this mode is locked out entirely 
without an amiibo, but let’s be real – 
if you’re the kind of person who both 
owns a Wii U and is also going to play 
Mario Party 10 on it, you’ve already 
got a shelf of amiibo in your home. At 
least a few - and a few is all this 
requires. So the lockdown is not a 
practical negative to level against the 
game here. 

The individual characters’ boards 
to play on are locked away unless you 
have that same character in the game, 
though, and that’s where some aggra- 
vation enters in for me - if we played 
as Mario, Luigi, Peach and Toad, then 
we had to play on the Mario, Luigi, 
Peach or Toad map. 

Well, at first, that is. 
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Flip over to the back cover for a 
moment, as | dropped an illustration 
there to help you visualize our next 
topic. See how the game board there 
is split half and half? On the left are 
two pieces of the Mario Board, while 
on the right there are two portions of 
Luigi’s map. This is what happens in 
amiibo Party - though you're forced to 
start each game by playing on one of 
the boards themed after one of the 
four amiibo characters who are par- 
ticipating as active players, during the 
course of the 10 rounds of the game, 
the board gets altered. You come 
across Tokens that your amiibo figures 
can equip and then activate on subse- 
quent turns, and many of them have 
the effect of transforming the playing 
field by swapping it out, one quadrant 
at a time. So while you may start off 
ona fully intact Mario Board, by the 
end of the game you could instead be 
roaming around on two pieces of 
Toad’s, one section of Wario’s anda 
wedge of Rosalina’s. (Each board has 
different interactive elements.) 

| like this feature a lot. Dynamically 
altering the game board feels like an 
element you'd see іп a real, tangible 
board game design - and in fact, the 
amiibo Party mode feels a lot like that 
overall. The playing pieces are the 
amiibo figures themselves, hopping 
around unanimatedly, always frozen 
into the same position they’re posed 
іп in the real world. When you roll the 
die at the beginning of your turn, it 
careens onto the board and some- 
times collides with the figures there, 
knocking them over. It’s little touches 
like that that makes things extra fun. 

Not so much fun? The physical task 
of playing amiibo Party with your 
friends. The game requires constant 
tapping of your amiibo to the Pad. 
From every player. All the time. Want 
to roll the die? Tap your amiibo to the 
Pad. Want to activate a Token? Tap 
your amiibo to the Pad. Want to just 
finish the game and turn it off after all 
10 rounds are done and you lost and 
you just want to take a break and run 
back to the kitchen for another slice of 
pepperoni and a fresh Mountain Dew? 
Sorry, please wait – because you first 
need to tap your amiibo to the Pad. 

Honestly, the sheer frequency 
with which you’re presented with a 
prompting to press two pieces of 
plastic together is so ridiculous 
that it became a running gag for all of 
us. Having to keep the GamePad ina 
central location between all of us 
would have probably been a real frus- 
tration if we hadn’t gotten so loopy 
and jokey about the nonsensicalness 
of it all. Your mileage may vary. 


Lastly, there’s Mario Party mode. As 


it’s got the most traditional name, 
you'd think it would feature the most 
traditional play style – but actually, 
amiibo Party is the one with the old 
structure of moving around the board, 
collecting coins and ultimately buying 
stars. The Mario Party mode is instead 
replicating Mario Party 9’s approach 
to the series, in that it puts all the 
characters together into a car and 
they all drive across a board, in one 
direction, all jockeying for position 
against one another and trying to 
always be the one who’s in the driver’s 
seat when beneficial events are 
encounted (and trying to force the 
others to take the hits when negative 
obstacles are approaching). 

This vehicular spin on the standard 
Mario Party formula was met with a 
lot of negativity when Mario Party 9 
was released, and likely will be again 
here - it’s that same old song and 
dance we've already discussed in this 
issue, as fans of "Old" series don’t take 
too kindly to change. 

But it works for me. It’s different, 
and still new, having only been used in 
one prior sequel - and the strategy 
involved in timing your usage of 
special dice rolls to get yourself ahead 
and set your friends up for failure is 
perfectly in line with the old Mario 
Party spirit of playfully ruining your 
friendships. In older Party games, all 
four players could be scattered to the 
winds across huge game boards, never 
interacting with one another again 
after leaving the Start space. Here, 
you're always in a position to affect 
your opponents - and the rounds 
move more quickly too. 


Across the entirety of Mario Party 
10, | only have one significant com- 
plaint: the minigames are bland. The 
Bowser Party games that actually use 
the GamePad in interesting ways are 
the best of the bunch, as | said earlier, 
but there are dozens of "normal" 
games spread across the amiibo Party 
and Mario Party modes that just aren’t 
all that interesting. This, | think, is the 
area in which this series’ age is most 
apparent and the place where criti- 
cism is most valid, as it feels like after 
the literally hundreds of different 
minigames designed for all of the 
series’ previous installments, the cre- 
ativity has dried up. All the good ideas 
have been used already! If this series 
continues (апа I’m sure it will), Pd like 
to see Nintendo adopt the same kind 
of approach that’s being taken with 
the new Rhythm Heaven sequel that’s 
currently in development for 3DS: pre- 
senting a "best of" selection of the 
greatest minigames from past sequels 


и и a 
THIS PARTYS HIDDEN СЕМ 


A tucked-away bonus game that’s such a strong design it could stand 
on its own, Jewel Drop puts a new spin on color-matching falling block 
puzzlers by using round pieces affected by physics. Don’t miss it! 
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in the series, then supplementing 
those with some new, fresh ideas. 
Goodness knows that after 10 differ- 
ent home console installments and all 
the portable spin-offs there should be 
more than enough great minigames to 
be able to go back and cherrypick a 
winning lineup. 

Don't let the fact that Mario Party 
10’s minigame selection is sub-par 
deter you from playing it, though, as 
the minigames take a backseat to the 
structure of the greater board games 
here - and those are all on-point. 
Whether you're hunting down four of 
your friends as an embodiment of King 
Koopa himself in Bowser Party mode, 
fighting over the steering wheel in 
Mario Party mode or tapping your 
amiibo to the GamePad again and 
again and again in amiibo Party mode, 
you'll have a blast if you're in the 
company of good friends. - LUCAS 
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| EXPECTED THAT Га like Code 
Name: S.T.E.A.M. - what | didn’t expect 
was to love it. This is a game that fires 
оп all cylinders right from the start 
and never lets up - it’s seriously chal- 
lenging, charmingly funny and packed 
with entirely new design ideas every 
step of the way. Code Name: 5.Т.Е.А.М. 
is a triumph. 

A strategy game to its core, Code 
Name: 5.Т.Е.А.М. is the latest creation 
to emerge from the same tactical 
minds at Intelligent Systems that 
brought us the Advance Wars and Fire 
Emblem series. But whereas those two 
franchises play out like a kind of chess 
thanks to their birds-eye view of the 
battlefield, here the camera is pulled 
down to grunt level and slung over the 
shoulders of your soldiers. 

It isn’t just a stylistic difference - 
your viewpoint is a critical component 
in gameplay, as your characters’ lines 
of sight are the lynchpin of combat. 
You're therefore tasked to carefully, 
cautiously creep forward into enemy 
territory, finding your foes and setting 
yourself up to take them out before 
they can detect you. Charge forward 
too recklessly and your enemies will 
make you pay for your impatience, 
inflicting Overwatch attacks on you 
that deplete your health, sometimes 


STEAM. 


stunlock you into being unable to 
move further and always deplete your 
steam reserves. 

Steam is the currency of combat in 
this steampunk world - it fuels both 
your movement and attacks. With each 
turn, you must decide which is more 
important - advancing further оп foot 
or dealing damage to your foes. Most 
often the right decision is a balance 
between the two, but if you leave 
some steam sitting in your tank when 
you end your turn, you can power your 
own Overwatch attacks - meaning 
that if enemies stray into your line of 
sight on their turn, you can turn the 
tables on them by blasting them for 
extra damage, or stunlocking them. 

Code Name: 5.Т.Е.А.М. establishes 
these basics and then builds on them 
throughout the entire single-player 
campaign, constantly introducing new 
playable characters to your team who 
put new spins on the core mechanics. 
Lion can leap from place to place on 
the battlefield, which redefines your 
approach to movement and explora- 
tion - he can access shortcuts no 
other character can. Randolph Carter 
changes the game when he arrives on 
the scene, as his lure-launching 
weapon can be used to force enemies’ 
attention away from team members - 


Р. 


: - z 2 
Ў THEY KNOW ГМ HERE: | Маке лч 


68 ISSUE #14: OLD VS. NEW 


~x 


ead! 


the game takes on a new layer of 
depth and stealth strategy with him 
on the squad. Tin Man redefines 
things again when he makes his 
debut, as he rewrites the rule that 
characters’ turns have to end when 
their steam runs dry - he can simply 
recharge them by donating his own. 

Enemies evolve too, with each new 
chapter introducing more insidious 
aliens than the last. And so it goes 
throughout this entire adventure, as 
you're constantly challenged to take 
into account new wrinkles in what you 
thought you had figured out - there’s 
never a dull or repetitive moment. 

And just in case you needed some- 
thing else for your brain to process, 
the on-foot missions get broken up by 
giant mech battles on more than one 
occasion! These over-the-top action 
sequences punctuate both the 
gameplay and the narrative, as it’s 
President Abraham Lincoln who's in 
command of the gigantic mech suit 
(which, of course, looks like him). 

In Japan, this game was given the 
subtitle "Lincoln vs. Aliens" to further 
emphasize the hilarity of the story - 
which is so wild and off-the-wall that | 
can’t hope to convey the scope of it; 
but | loved every minute of it. Lincoln 
didn’t die in this revisionist history. 
Rather, he faked his death and went 
underground to become the leader of 


the Strike Team Eliminating the Alien 
Menace. (A.K.A. 5.Т.Е.А.М.) There аге а 
few other real-world historical figures, 
too, but for the most part Honest Abe 
recruits characters from classic litera- 
ture to become his foot soldiers – 
everyone from the grounded-in-reality 
steel-drivin’ man John Henry to the 
entirely fanciful Scarecrow from the 
Wizard of Oz is invited onto this squad, 
and together they make up the most 
diverse and interesting team of heroes 
ever assembled in any Nintendo game. 

The steampunk setting and cast of 
literary icons are just two of the ingre- 
dients tossed into this melting pot. 
The visual style is inspired by classic 
Silver Age comic books. The music is 
composed by Yoshito Hirano, return- 
ing from the criminally underappreci- 
ated Advance Wars: Day of Ruin. Wil 
Wheaton, Michael Dorn and other 
established actors provide the voice 
acting for the story, elevating the 
entire experience. 

And most important of all, you can 
just tell that everyone involved in 
making this game a reality was having 
a ton of fun. Their enjoyment shines 
through at every turn - just listen to 
the theme song! "Citizens, look 
around! Can you hear that fearsome 
sound?" 

Code Name: 5.Т.Е.А.М. is the next 
bold step forward in the evolution of 
strategy gaming. It is sensational, and 
I personally consider it my new 
favorite 3DS game. - LUCAS 
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МЕЕТТНЕ 5.Т.Е.А.М. ТЕАМ 


Drawn from the pages of classic literature, the agents of the Strike Team Eliminating the Alien Menace аге a truly historic band of heroes. Each individual has his ог her 

own signature weapon and special attack — it’s up to you to learn their strengths and weaknesses and field a fighting force of four for each mission! You can recruit 

additional team members with amiibo (see this issue’s back cover), but since Lucina and Robin’s figures aren’t available yet, we’ll wait to profile them until next time. 
+ = 
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President Lincoln leads the team from Lady Liberty, 
but Henry’s the one who takes command in the 
trenches. His Eagle Rifle is the game’s well-rounded 
weapon, capable of multiple bursts per shot and 
Overwatch. His Eagle Strike special attack causes a 
massive explosion and is a great trump card. Henry 
hails from 1895’s The Red Badge of Courage. 
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TIGER LILY 


Peter Pan and Captain Hook are nowhere to be 
found, but this princess represents her home of 
Neverland better than either of those two could. 

She’s the team medic, able to launch Medi-Mortars 
that explode into a healing mist and rejuvenate any 
team members in the blast radius. (OK, sorry for 
disparaging Peter. He could show up in a sequel.) 


TOM SAWYER 


THE FOX 


Га been trying to figure out this character’s literary 
connection for months before her in-game intro- 
duction finally put the pieces together for me: The 
Spanish word for fox is "Zorro." This elite sniper is 
meant to be either a descendant of Zorro or a dif- 
ferent take on the hero directly – but Zorro is а 
trademarked name, so she’s "The Fox." 


RANDOLPH CARTER 


The occult ends up being a great focus of the story- 
line once you rescue and recruit this fellow, the 
snide and self-satisfied Randolph Carter. He has a 
right to think highly of his own abilities, though, as 
his Unspeakable Lure drops chunks of meat on the 

battlefield than are irresistible to enemies. It’s an 
invaluable tool for distracting foes. 


CALIFIA 


OK, ІІ admit that | said "who?" when Califia walked 
into the scene, as her literary origin is an obscure 
one: She’s a character from a Spanish novel written 


QUEEQUE 


The legendary harpooner of the whaling ship 


The folk hero who was "born with a hammer in his 
hand" now has a hammer for a hand. Code Name: 
S.1.E.A.M.’s take on John Henry is that he didn’t die 
after his famous duel against the tunnel-drilling 
machine, but he was seriously injured - and his life 

was ironically saved by him becoming part machine 
himself. He lobs Bear Grenades in battle. 
Е қ 4 


Му personal favorite team member, young Tom is 
the game's best scout. He has higher mobility than 
almost anyone else - except Dorothy, who ties him 
in that regard - but after he’s snuck into enemy 
territory, his incredibly steam-efficient Punch Gun 
is a better weapon than hers, as it only uses a 
single steam unit per shot. This kid’s a killer! 


around the year 1500. She’s the warrior queen of 
California (an island nation, not the state), and her 
Rhino Bomber is a rocket launcher that can wreck 
both foes and destructible objects from a distance. 


Pequod, Queequeg has brought his skills at skewer- 
ing targets into the battle against the encroaching 
aliens. His Penguin Lobber may be the best weapon 
in the game – it deploys auto-waddling penguins 
that walk straight forward until they hit something. 

And when they hit something, they explode! 


LION 


The most courageous warrior to ever emerge from 
the mystical land of 02, Lion is anything but 
cowardly in his Code Name: 5.Т.Е.А.М. incarnation. 
He's a high-HP tank who literally leaps straight into 
battle, pouncing on foes with his Lion Launcher. His 

ability to jump from place to place also makes him 
an incredible asset for exploring each stage. 


mn 
SCARECROW 


Lion isn’t the only member of the classic Wizard of 
02 quartet who's been recruited to the 5.Т.Е.А.М. 
team -in fact, all four of them have. The once- 

brainless Scarecrow proves to be one of the most 

intelligent soldiers on this squad, as his Pumpkin 
Launcher allows him to block off enemy movement 
and then stun those foes with dizzying explosions. 


TIN MAN 


This take оп the Tin Man from The Wizard of 02 
somewhat oddly presents him as a Japanese 
samurai whose human body was lost in а woodcut- 
ting accident. He’s a support unit in battle, as his 
Steam Projector refills his allies’ steam tanks to 
enable them to take extra actions. Pair him with a 

heavy hitter like Califia or Queequeg! 


DOROTHY GALE 


The final member of the Wizard of Oz gang, 
Dorothy is equipped with Silver Shoes that are 
much more functional than the Ruby Slippers you 
remember from the movie. These speedy sneakers 
let her scout as well as Tom, and her special attack 
lets her dash straight ahead until she hits a wall - 
used skillfully, that can be a game-changer. 


ASK THE 
FORCE 


IF YOU HAD YOUR 

OWN FIGHTER JET, 
WHAT VIDEO GAME 
CHARACTER WOULD 

YOU PAINT ON IT? 


BRETT 
I'd paint a pin-up 
version of Pinkle on the 
side of my plane, and 
Tingle would be on the 
bottom. Why? Tingle 
bombing from above! 


DAVID 
Mega Man, so that га 
have a Blue Bomber 

bomber. 


LINDSEY 
Га paint Lakitu on the 
plane, and the bombs 
would be painted to look 
like Spiny eggs. This is 
what you get for not 
practicing your retro 
games! 
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THOR 

I'd paint it like a Bullet 

Bill, with a screaming 
tooth-filled grin on the 

nose and some giant, 
completely unaerody- 
namic fists at the end of 

each wing. 


TEAGAN 
Іі have а Mega Latios 
plane that could do 
super-stunts and sport 
dynamic movement! 


LUCAS 
Га probably paint mine 
to resemble an Arwing 
as much as | could, then 
do nothing but practice 
barrel rolls all the time. 


Summon the amiibo Squadron 
ACE COMBAT: ASSAULT HORIZON LEGACY+ 


IT’S BACK FOR an encore appearance. 
Ace Combat: Assault Horizon Legacy 
first flew into the 3DS game library at 
the end of 2011, and at the time | had 
the privilege of reviewing it for IGN. | say 
"privilege" and mean it, too, as | thought 
the game was great - with fast, frenzied 
dogfights playing out before my eyes in 
stereoscopic 3D, | was fully pulled into 
this world of nonstop aerial action. 

And so | have been again. Though it’s 
now showing its age through some 
telltale signs betraying its origins as a 
first-year 3DS design, the re-released 
Assault Horizon Legacy+ looks better 
than ever when viewed with the 
improved 3D of the New Nintendo 3DS 
XL - and it was the launch of that new 
piece of handheld hardware that 
inspired Bandai Namco to re-launch this 
game to begin with, as the "+" tagged 
onto the end of its name signifies the 
addition of extra content. In this case, 
amiibo support. 


PUBLISHER: BANDAI NAMCO GAMES 
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Scanning in any of the 13 different 
compatible characters’ amiibo figures 
instantly unlocks a new fighter jet in 
your hangar, and you can immediately 
use the new arrivals in any mission. It’s 
a fun shortcut past the otherwise slow 
pace of unlocking new aircraft through 
the main story, and it’s just funny to see 
a jet painted to look like Luigi’s pants 
soaring through the sky and shooting 
down mercenaries somewhere in Asia. 
The game’s commanding officer will 
strike a serious tone as he conveys the 
weight of your responsibility in defend- 
ing freedom, or what have you, and all 
the while you'll just be admiring the 
giant depiction of Captain Falcon 
looming on your right wing. 

Being able to use amiibo and access 
new planes wouldn’t be worthwhile if 
the game wasn’t any fun to fly them in, 
of course — but luckily, Assault Horizon 
Legacy+ would still grab your attention 
even without the extra nods to Nintendo 
nostalgia. It’s a combat-focused flight 
sim that does something few flight sims 


ever do well: 
removes the 
intimidation 
factor of flying. 
Its tutorials ease you 
into learning how to handle your planes, 
and beyond that, it includes a signature 
gameplay mechanic: Action Maneuvers. 
These can be activated when an on- 
screen meter becomes fully charged in 
the middle of a dogfight - when that 
happens, you can simply tap the Y 
Button to trigger a quick, stylish 
cutscene of your jet executing a series of 
seriously complex maneuvers to slot in 
right behind the nearest foe, ready to let 
fly with a missile and destroy them 
instantly. It’s a pace-quickening feature 
that makes you feel like you’re the best 
virtual pilot in the world - it’s great. 
Though it can’t quite hide the fact 
that it’s a 2011 game here in 2015, the 
new amiibo support and the strength of 
the existing game design have combined 
to make Assault Horizon Legacy+ a 
winner for a second time. - LUCAS 


THE FULL RANGE OF COMPATIBLE FIGURES 


There are 11 different special planes you can unlock by tapping in any of the 13 different compatible characters’ amiibo 
figures, and many of them are playfully selected to match the mascot who summons them. Captain Falcon, for instance, 
grants access to an F-16C "Fighting Falcon." Pac-Man opens up a PAK FA. Bowser gives you an A-10A "Warthog," which 
breaks the plays оп the characters’ names, but makes a good thematic match - just look at how much of a beast that jet 
becomes with the Koopa King’s signature snarl splashed across it. The rest of the lineup includes Mario’s F-22, Luigi’s F-35 
(my personal favorite), Peach’s Typhoon, Samus’ YF-23A, Fox’s Falken and Donkey Kong’s F/A-18E, while the Legend of 
Zelda characters round things out: both Link and Toon Link can summon an F-14D, while Zelda and Sheik grant an F-15SE. 


THERE WAS МО way Natsume was 
going to let the Harvest Moon name 
go out to pasture. Instead, the 
company took matters into their own 
hands, examined what made past 
Harvest Moon games so endearing to 
their fans and used those observa- 
tions to develop Harvest Moon: The 
Lost Valley from the ground up. 
However, the fruits of their labor may 
not be palatable to longtime fans. 

The game starts as your farmer 
stumbles upon the titular Lost Valley 
while wandering through a raging 
blizzard. While the in-game calendar 
says it’s the first day of Spring, the 
valley has been enveloped in an 
eternal Winter after the Harvest 
Goddess lost her powers. You’re given 
the task of retrieving the three Season 
Crystals and restoring them to her 
bracelet in order for the cycle of 
nature to shift back to normal. It’s a 
main story that keeps in the Harvest 
Moon spirit, but with the twist of being 
purely about working the land, rather 
than winning cooking contests or 
attracting customers to your bazaar. 

Unlike past games, your farm is the 
Lost Valley itself, and you're given free 
reign - after a few mandatory fetch- 
quests and events - to reshape the 
land to your liking. The valley is laid 
out іп a blocky, Minecraft-like fashion, 


a Bountiful Harvest 


but instead of cubes, you’re dealing 
with flat tiles (think of the combat 
maps from the Final Fantasy Tactics 
games, or stacks of wrapped copier 
paper). 

The control scheme has been 
greatly simplified. Instead of cycling 
through tools with a press of the 
shoulder buttons, you can perform 
actions by highlighting a square and 
pressing A. It’s a great system, but a 
little tricky to work with when you’re 
in narrow spaces or close to a body of 
water. Terraforming and cultivation 
are performed by switching into the 
cultivation menu, which lets you raise 
or lower the level of land, make land 
bridges over water, shovel snow or 
prepare the soil for planting. Another 
menu allows you to place structures 
such as barns and windmills on your 
land, much like the town building 
option from A New Beginning. There's 
not much in the way of character cus- 
tomization, though, but Natsume has 
begun to release DLC of alternate hair- 
styles and outfits available for each 
character. (The packs have been 
released on a monthly basis since 
January, with the final scheduled to 
arrive in April - perhaps as this issue 
lands in your hands.) 

The standard set of crops and 
flowers is there for you to plant and 


grow. You buy seeds individually, but 
with each seed you plant, mutations 
can occur. These can either be 
random, or dependent on the type of 
soil, land elevation, fertilizer use or 
even the weather that’s occurring on 
the day the crop is ready for harvest - 
plant a Pink Pansy, and you might 
harvest a Yellow or Purple Pansy when 
the crop matures. Growing pumpkins 
at higher elevations might net you a 
Jack О’ Lantern instead. With the ter- 
raforming functions, you've got a lot 
of room to experiment and discover, 
and if you sell enough of a rare crop, 
you'll be able to buy the seeds for it 
from the vendors. 

Along with raising crops, there’s 
also livestock to take care of. Cows, 
sheep and chickens can be purchased 
and bred, and you can also keep 
horses and dogs. Taking care of 
animals has been given a new contex- 
tual control scheme as well, so you 
don’t accidentally hit your cow with а 
hoe when you mean to milk her. Ina 
new addition to the series, livestock 
can also develop personality traits, 
which can pass down through 
breeding and affect their happiness 
and the quality of goods they produce. 

One major change you'll see right 
away is that there’s no town to visit in 
the game. The villagers mention their 
hometown of Hillsville and the fact 
that the weather is normal there, but 
there’s no shop to purchase seeds 
from or any neighbors’ homes to visit 
after the day’s chores are done. 

Instead, the villagers come to you. 
They set up shop outside your house 
or in Moon Valley (which is merely a 
side map with a couple of big rocks 
and a cliff). Most of the time, they 
wander around randomly in the Lost 
Valley as if they’re the lone survivors 
іп а post-apocalyptic world. Their per- 
sonalities aren’t as fleshed out as vil- 
lagers in previous games, when you 
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consider the fact that you can’t see 
the lives they live. Hanna runs a res- 
taurant – but you never visit it. You 
never see Brutus in his forge. You 
never see Doc in his invention lab. 

The relationship system has also 
gone through a redesign that will 
throw many longtime Harvest Moon 
fans for a loop: Giving gifts to fellow 
villagers has been dropped in favor of 
a "chemistry" system, which gradually 
improves as you interact through con- 
versations and fetchquests. While the 
game does drop hints about upcoming 
birthdays, you won't be able to give а 
present for a healthy boost in your 
relationship. Sharing the bounties of 
your farm with fellow villagers was a 
big part of previous Harvest Moons, 
and it’s something that the developers 
at Tabot should have considered 
implementing here. 

Courtship and eventual marriage 
are still a major part of the game. 
Male characters have the opportunity 
to woo energetic waitress Emily, 
tsundere rich girl Catherine or shrink- 
ing violet April, while female charac- 
ters have the choice of reluctant 
blacksmith Tony, "aw shucks" country 
boy Hunter or Gilbert the spoony bard. 
After marriage comes the baby in the 
baby carriage, who also needs care 
and feeding just like the livestock on 
your farm! 

While there are some creative inno- 
vations Tabot implemented that 
Marvelous could’ve considered, The 
Lost Valley lacks the soul that previous 
Harvest Moons had. If you're looking 
for the "true" Harvest Moon experi- 
ence, then your best bet would be to 
put this aside in favor of Marvelous’ 
Story of Seasons or one of the earlier 
Harvest Moons. Otherwise, if you’re 
fond of Minecraft and are looking for 
something in a similar vein, give The 
Lost Valley a try. It’s relaxing, but like 
real farming, it requires patience and 
a lot of effort. - REBECCA 
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KIRBY AND THE RAINBOW CURSE 


THE LITTLE THINGS in Nintendo's 
latest Kirby game are what make it so 
superb. Kirby and the Rainbow Curse, 
out in North America and Japan (with 
a European release coming in May), is 
a game riddled with beauteous fun. 
The clay aesthetic is absolutely 
breathtaking in motion, as Kirby and 
the world around him look hand- 
crafted. From everything down to the 
way each level seems to never sit still 
to how each cutscene animates at a 
lower frame rate (like an old Rankin/ 
Bass production!), Rainbow Curse is а 
stunningly beautiful game. It might 
not feature the raw power of a Mario 
Kart 8 or a Super Smash Bros. for Wii 
U, but it’s the Wii U equivalent of the 
arresting cel-shaded graphics in The 
Legend of Zelda: The Wind Waker. 
Unfortunately, the way that 
Rainbow Curse is played by one player 
draws all the attention away from the 
amazing detail and wonder of each 
level. Like the 2005 DS classic Kirby: 
Canvas Curse before it, Rainbow Curse 


puts players in control of Kirby ina 
ball form that can only be moved 
through touchscreen interaction. A 
simple tap of Kirby charges him 
forward to attack, but the way to 
control him through each level is by 
drawing lines on the screen that guide 
him along. This moment-to-moment 
gameplay requires constant interac- 
tion on the GamePad, so you will likely 
never look up from the six-inch screen 
in front of your face to gaze at the 
charming graphics on your television. 

It’s an unfortunate effect of the 
game’s design. Fortunately, the 
gameplay is highly polished, feeling 
way more focused and smartly crafted 
than Canvas Curse - but due to that 
fabulous gameplay, you can’t focus on 
the visuals. It’s a big drawback from 
what is otherwise a stellar game. 

Rainbow Curse’s story is your 
typical Kirby fare, as it begins with 
Kirby just hanging out with his buddy 
Waddle Dee until something bad 
happens to Dream Land. In this case, 
the villainous Claycia drains the color 
from all of Dream Land and it’s up to 
Kirby, Waddle Dee and the paintbrush 
fairy Elline to save the day. The trio 
heads off to the land of Seventopia 
(which contains seven worlds, if you 
could possibly imagine) to thwart 
Claycia and bring color back to Dream 
Land. 
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Each world contains three stages 
and a boss fight, giving Rainbow Curse 
a rather low amount of levels overall. 
However, each stage is sizable and 
long, with the average level taking 
more than 10 minutes to complete. 
That still makes the adventure in 
Rainbow Curse a short one, but it’s 
longer than the level count suggests. 

The long levels, sadly, often feel 
like more of a grind, especially when 
some of them crawl into the ballpark 
of lasting 20 minutes or longer. They 
are inventive - with some super cool 
tweaks coming in the form of Kirby’s 
transformations — but they’re 
extremely long. Each one also holds 
five treasure chests, some of which 
you can accidentally miss or lose out 
on when you play through the stage. If 
you're а completionist, going back for 
each treasure chest isn’t really fun, 
because you have to work your way 
through the long, involved levels again 
and again if you want to go back and 
collect everything. 

Even worse are the book pages that 
you get at the end of each level. As 
you finish up a stage, you'll come to a 
circle of items that you have to lead 
Kirby into. In that circle is a storybook 
page. If you miss the storybook page, 
you have to replay the entire level for 
another chance to get it! The more | 


А 


4 
9 
h 
ч 
ы, Е 


2. 


МОШ DEVELOPER: HAL LABORATORY 
played through the game, | started 
just turning on a second controller and 
using a Waddle Dee to collect each 
page instead of chancing it. 

That brings me to the multiplayer – 
which, in my eyes, actually corrects a 
lot of the issues of the main game. 
Playing as Waddle Dees, three other 
players can join Kirby. Using a Wii 
Remote or a Wii U Pro Controller, 
these Waddle Dees basically just play 
like they’re in a normal platforming 
game while the GamePad player draws 
paths for them to jump on through the 
levels. The addition of the Dees here 
makes for a unique asymmetric multi- 
player experience that is the ideal way 
to play Rainbow Curse - three players 
can gaze at the gorgeous graphics on 
the big screen while also helping to 
negate the frustration of missing 
treasure chests or pages. 

In a perfect world, every copy of 
Rainbow Curse would come with a 
friend bundled in, because if you play 
this game solo, you're missing out on 
the best way to play. But this isn’t a 
perfect world, so Rainbow Curse has a 
few scuffmarks on an otherwise exem- 
plary experience. 

Part of that includes the Challenge 
stages, which are unlocked as you 
progress through the game and collect 
items. These bite-sized challenges – 
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most lasting just one minute long - 
are precision-focused affairs that 
repurpose parts of the main game into 
amusing distractions. It adds a little 
more to the whole experience, but it 
doesn’t really build much on the game 
itself since, as | said, it’s just mostly 
repurposing stuff you already played. 

That’s also what the game does for 
some of the bosses. In the first three 
worlds, the bosses are a great way to 
end each world as an awesome mix of 
spectacle and mild challenge. From 
there - outside of an annoyingly diffi- 
cult final boss - the bosses repeat. 
Each repeated boss adds a new 
wrinkle, but it’s still the same old boss 
with nothing more than a new hat. 

On the whole, Rainbow Curse is an 
inventive, charming game that does a 
wonderful job of living up to the 
legacy of Canvas Curse. Whether 
you're looking at the big screen or the 
touchscreen, Rainbow Curse is still an 
entertaining ride from beginning to 
end that is well worth your time - as 
long you’re not a total completionist. 
- NEAL 


DREAM LAND’S AMIIBO TRIO 


The amiibo support in Kirby and the Rainbow Curse is, to be super blunt, kind of dumb. You tap Kirby, Meta Knight or 
King Dedede’s amiibo figure onto the GamePad before any stage begins to boost your Kirby ball for that level. If you 
use the Kirby amiibo, you can execute Kirby's super-powered Star Dash charge attack as many times as you want 
throughout the stage - usually, you have to collect 100 little stars just to trigger that ability even once. Using Meta 
Knight’s amiibo boosts your attack power – Kirby will do more damage when he collides with enemies, and he'll also 
wear Meta Knight’s signature mask throughout the level as well. Finally, tapping the King Dedede amiibo adds to the 
defense of our hero - and gives him the kooky king’s hat to wear. This perfunctory and superfluous addition is really 
only good for struggling players, though - and you likely агеп the kind of player who'd be struggling in a Kirby 
game if you paid the arm and leg required to obtain the Meta Knight (exclusive to Best Buy in America) or Dedede 
(just really hard to find) amiibo. Aside from that, no other amiibo figures function with the game. 


THE UNLOCKABLES 


As you collect different goodies hidden in each level, you 
unlock a variety of fun and adorable items. The book pages at 
the end of each stage - while obnoxious to go back and get if 
you miss them - add a fun little tale about Elline’s adventure 

through the game. It’s all charmingly animated. It’s nothing 
more than a nice bonus, but it’s still a really charming addition 
to this fun game. As you collect treasure chests, you unlock 
figurines and music tracks. The figurines are ostensibly like 
trophies in Smash Bros., except now they’re all in clay! Each 
figurine is based on a character or enemy and features a few 
sentences on the personality and origins of each character. 
The music selection is from the entire Kirby catalog, and you 
can listen to all of the songs as a clay Kirby rocks out to them 
with a mic and a pair of headphones in the jukebox mode. 
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Тһе Online Hunt 


ONE OF THE most popular phrases 
passed on to Monster Hunter newcom- 
ers is "wait until you take down your 
first Great Jaggi." To people unfamiliar 
with this Capcom series, that might 
sound like a foreign language. But 
trust me, the saying has merit. 

The Great Jaggi is the first big chal- 
lenge in Monster Hunter 4 Ultimate; 
the purple, raptor-like beast also 
served the same role in Monster 
Hunter Tri. Figuring out the behavior 
and visual cues to slay the prehistoric- 
looking creature is thrilling, though it’s 
only the tip of the iceberg of what 
awaits. 

The issue with this series in the 
past, though, was sloughing through 
its mountains of text and tutorials 
before making it to the gripping 
monster matchups. Thankfully, 
Monster Hunter 4 Ultimate stream- 
lines the process and easily earns the 
"most accessible entry" feather in the 
franchise’s cap. 

The improved guidance in Monster 
Hunter 4 Ultimate doesn’t just stop 
with the tutorials. The new village 
hub, which begins with Val Habar, lays 
everything out in one alleyway, with 
the essential shops and services 
hugging the road. Straight off in the 
distance is the gateway to venturing 
on quests. While this may sound like 
common sense, the design and layout 
of the area is a noticeable step above 
what was found in Monster Hunter 3 
Ultimate (and looks great in 3D too). 
No longer is it necessary to move 
across different screens of the town to 
ake care of business before the hunt. 

Now, let’s be honest, there’s still a 
steep learning curve. But facing off 
against the Great Jaggi happens rela- 
ively quickly in Monster Hunter 4 
Ultimate - possibly within a few hours. 
And, thereafter, the game is relent- 
ess. Once you figure out the ins and 
outs of one monster, there’s another 
ready to push you to the limits. Maybe 
he new lemur-like Kecha Wacha will 
give you troubles, or the dragon-like 
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Rathian will burn you just one too 
many times. Either way, there’s quite 
the stable of awesome beasts to 
tackle. 

To get the jump on these memo- 
rable monsters, the game features 
enhanced traversal and online multi- 
player for the first time in a handheld 
entry. The wild locations in Monster 
Hunter 4 Ultimate - from grassy plains 
to a sunken hollow to a polar environ- 
ment – feature much more verticality 
than previously seen in the series. 
Hunters will hop off cliffs and effort- 
lessly climb small hills littered 
throughout the various areas. 

While these new animations and 
maneuver abilities could have added 
complexity to an already deep game, 
Capcom managed to implement the 
changes with minimal effort from you 
- which is great. Hunters will scale 
smaller obstacles automatically, while 
a press of the A Button allows for 
ascending taller walls (which is par for 
the course with the franchise). 

The new traversal for hunters and 
verticality seen throughout the envi- 
ronments isn’t just for show -the 
jumping mechanic also plays into 
tackling Monster Hunter 4 Ultimate’s 
formidable beasts. You can now mount 
monsters by leaping on top of them. 
This is a viable strategy, even in multi- 
player situations, for bringing down 
the beasts. It’s fun, requires skill and 
comes with risk. The animals in the 
game aren't just waiting around for 
you, so timing is important, and 
waiting for the perfect opportunity 
means you're not attacking. This type 
of strategizing and give-and-take is 
what makes the game so fascinating. 

Then, the fun ramps up when 
friends join along for the hunt or you 
meet up with random players online. 
Yes, the Monster Hunter series has 
offered online multiplayer in the past, 
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but this is a first for a handheld title. 
And Monster Hunter 4 Ultimate 
doesn’t disappoint - for the most part. 

Throughout my experience, finding 
a group of other people was rather 
easy. Capcom allows you to filter your 
search (such as hunting versus gather- 
ing quests) or just see what’s available 
in general. Once teamed up, the 
adventure plays out pretty flawlessly. 
Only once did | encounter a dropped 
connection with a group, and that was 
after two and a half straight hours of 
online hunting. Other than that, every- 
thing flowed smoothly, making 
Monster Hunter 4 Ultimate one of the 
best online experiences available on 
Nintendo 3DS. 

But that still doesn’t excuse the 
lack of voice chat. While the feature is 
basically nonexistent across the hand- 
held’s games library, Monster Hunter 
3 Ultimate let people talk online with 
the Wii U version. Obviously, there 
isn’t a console counterpart for 
Monster Hunter 4 Ultimate, so it’s a 


tad frustrating that not everything has 
made the transition. 

That’s one of my only complaints, 
though, for this truly amazing 3DS 
game. Monster Hunter 4 Ultimate is 
demanding and will weed out some 
players, even with a more streamlined 
intro. But those who embrace the 
learning process will reap wonderful 
rewards on the other side. 

There isn’t anything quite like the 
experience of fighting one of the chal- 
lenging creatures present in Monster 
Hunter 4 Ultimate with three other 
people. You must gear up. You must 
find the beast. You must continue on 
their trail as the monster moves from 
area to area evading you. And you 
must work in unison - with each 
person potentially wielding a different 
weapon - to finally bring down the 
monster. 

It’s downright exhilarating. - EVAN 


HUNTING HELP GUIDE 


It's dangerous to go alone into Monster Hunter 4 Ultimate without any 
prior knowledge, so take a look at these notes - they’ll give you ап 
early jump on the hunt. 


CHOOSE YOUR WEAPON WISELY 
Take time with the 14 weapons available and find which one fits your 
sensibilities. And everyone should test out the two new additions to 
the series: the Insect Glaive and Charge Blade. (І dig the Dual Blades.) 


BE AHOARDER 
Keep basically everything that you find. That includes bugs, herbs, 
bones and minerals. While selling may seem smarter initially, almost 
every item will assist in building better gear and making potions. 


GET COMBO SMART 
There’s more depth to combat than meets the eye, including various 
combos. Make sure to check out your favorite weapon’s Hunter Notes. 


NO INTERRUPTING A RODEO 
When playing with friends, don’t knock off an ally who’s mounted a 
monster. Honestly, it’s probably better to just give them space until 
after they jump off the beast. 


PATIENCE, IAGO! PATIENCE. 
Be patient. Don’t try to absorb everything all at once. Monster Hunter 
4 ultimate is a deep game, so take your time and enjoy. 
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Supersized for the States 
THE NEW NINTENDO 3DS XL 


NINTENDO IS KNOWN around the world 
for new hardware iterations. | can’t even 
keep track of how many Game Boys and DS 
versions there were! The thing is, | owned 
most of them - not just for the collectible 
aspect, but because each device slightly 
improved upon the last in a way that 
directly impacted my enjoyment. The New 
Nintendo 3DS XL is no different. 

The first thing you might notice about 
the New 3DS XL is that it has a lot of minor 
changes in terms of button placement - all 
of them for the better. The volume slider is 
now on the top left, while cartridges now 
go in on the bottom, where the power 
button is also located. All of these are 
superior placements, because oftentimes 
I'd get nervous about accidentally hitting 
any one of those or ejecting the cartridge 
as | wrapped my fingers around the unit. 
Now І never have to worry. 

Oh, and the Wi-Fi switch is gone too, 
replaced by a software toggle. All great 
choices both aesthetically and practically. 

The biggest improvement, however, is 
the enhanced 3D, which is on by default but 
can be adjusted. It now tracks your head’s 
movements to deliver the best possible 
angle, even if you’re lying down on your 
bed or holding up the portable in an uncon- 
ventional way. As someone who wasn’t a 
big fan of how easy it was for the 3D to 
start blurring with the old unit, this is a 
huge selling point for me. Previously | 
wasn’t all that interested in 3D, but now | 
find myself using it at every turn. 

Others will jump at the on-board Circle 
Pad Pro, which takes the form of an added 
C-Stick nub and two extra shoulder buttons. 
It’s a double-whammy, since it works with 
old Circle Pad-enabled games and ensures 
proper software support going forward. 

Other small upgrades include faster 
loading times, a better web browser (which 


1 never used in the first place on the old 
unit – did anyone?) and out-of-the-box 
amiibo support. 

Nintendo is planning the release of an 
amiibo adapter for older 3DS owners, but 
for the moment, the only way to use the 
wildly popular figures in supported games 
like Super Smash Bros. for Nintendo 305, 
Code Name: 5.Т.Е.А.М. or Ace Combat: 
Assault Horizon Legacy+ is to be using a 
New 3DS to play them. But having said that, 
amiibo functionality isn’t all that impressive 
right now, so this will be more useful down 
the line - it’s always good to future-proof 
and have fewer wires and adapters lying 
around. 

As far as transferring from the old 
system to the New, the process was 
extremely painless for me. | had already 
gone ahead and bought a supported 32GB 
microSD card and backed up all the data on 
my old 3DS, then used the micro card with 
an SD adapter - so when it came time to 
transfer everything to the New unit, it took 
roughly 20 minutes. | simply took the 
microSD out of the adapter and put it into 
the new portable! 

The only slight pain was unscrewing the 
back of the New 3DS, which is now required 
to access the memory - but a quick stop 
into my local tool shop landed me the 
proper Phillips head tool. 

If you’re a hardcore 3DS fan who uses 
your system multiple times a week, the 
New Nintendo 3DS XL is a worthwhile 
upgrade - you'll notice the improved 3D 
effect immediately, and you may even start 
using it in games you wouldn’t have tried it 
in before. For everyone else, the lack of 
exclusives at the current time and limited 
number of amiibo-supported games are 
reasons to wait. When more software does 
become available though, you'll want to 
pick one up. - CHRIS 


Deemed Un-American 
THE NEW NINTENDO 305 


WITH THE NEW Nintendo 3DS XL being the only New model 
made available in the United States, a lot of attention has been 
placed on the European non-XL model and its changeable cover 
plates. Why only release one size in America? Why not release 
them both? | myself live in the United Kingdom, and | simply can’t 
see the logic of why you fans across the sea have been deprived. 

Having upgraded from a launch-model 3DS to the non-XL New 
Nintendo 305, | can assert that there are some definite improve- 
ments. The screens have increased in size without losing much in 
the way of sharpness or clarity, and the corners of the system 
have been rounded off, so they no longer cut off the blood supply 
to your fingers during extended play sessions. Both the volume 
and 3D sliders now have a satisfying "click" when you want to turn 
them off completely. 

But these improvements are offset by Nintendo’s worst stylus 
yet. Gone is the metallic, telescoping stylus that slid neatly back 
into place on the original 3DS - now we һауе а stubby plastic pen 
that never seems to slide into its slot facing the right way up. And 
as its slot is now positioned on the bottom of the system, rather 
than the side, you’re always having to stop playing to make sure 
it’s gone back in properly, or risk it falling under your seat on the 
train. 

But you’re probably here to find out about the cover plates, 
aren’t you? The ability to change the design of your system is cer- 
tainly a smart move by Nintendo, but the range is currently 
running at a paltry 13 designs here (compared to around 60 in 
Japan), and each costs between £13-20 (compared to the equiva- 
lent £8-11 in Japan). Availability is also an issue, with Nintendo’s 
almost complete lack of a high-street presence in the UK making 
all but the most common designs a chore to find. 

The process to remove the cover plates lacks any of the user- 
friendly engineering Nintendo is known for - it feels more like 
you're performing an unofficial system modification. You need to 
use a small cross-head screwdriver (not supplied) to remove the 
back plate, and then the top of the stylus doubles as a tool to 
awkwardly prise both plates off. It doesn’t take long, and every- 
thing snaps back together nicely afterwards, but it’s not a process 
you'll want to go through very often - which can’t be what 
Nintendo wanted, seeing as how they’re hoping to encourage 
frequent swapping to sell as many plates as possible to each user. 

| hope | can sing the system’s praises more when we start 
seeing some exclusive software. But for now, as with many 
Nintendo hardware upgrades, the New Nintendo 3DS is a mixed 
bag of great ideas and questionable design alterations. - MARK 
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SECOND OPINIONS 
THE LEGEND OF ZELDA: MAJORA’S MASK 3D 
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SORROWFUL AND SUBLIME 
(WHEN NOT SWIMMING) 


Before Majora’s Mask 3D, | had never gotten farther than the first dungeon in 
the 2000 Nintendo 64 classic. The time mechanic overwhelmed me. | routinely 
felt lost and trapped. In this 3DS remake, Nintendo and developer Grezzo have 
essentially fixed every issue | had with the game that prevented me from getting 
deep into it. I’m glad they did, because Majora’s Mask is now one of my favorite 
3D Zelda experiences, with engaging and enriching sidequests, rewarding 
puzzles and gameplay and a sorrowful tone that is equally uneasy and arresting. 

It’s not without its issues, though. | find that the Zora area - while filled with 
some strong story beats - features some of the most frustrating swimming 
segments of any Zelda game. The ensuing dungeon in that area is also relent- 
lessly frustrating and confusing in a way that the Ocarina of Time Water Temple 
never reached for me. 

But outside of that area, | absolutely adore Majora’s Mask. It’s a sublime 
game. It’s also one of the few Zelda games that | feel absolutely compelled to 
100% complete - that’s mostly because of the reward you get for obtaining all 
the masks, but it’s also because Termina is just a fun world to explore. Each area 
is layered with numerous sidequests. Majora’s Mask is a wonderful game, and 
if you haven't played it, go out and get this 305 remake. It’s a far more playable 
version of an adventure that was difficult to get into back on the N64. - NEAL 
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MARCHING T 
ITS OWN DRUM 


What strikes me about The Legend of Zelda: Majora’s Mask 30 is the unsettling 
start of its experience. You assume the role of Young Link only briefly before 
transforming into a Deku Scrub. And this serves as a great indicator on how dif- 
ferent and bizarre this game feels compared to the rest of its series. 

While most Legend of Zelda titles focus on action and adventure - with the 
world as your oyster – Majora’s Mask is more about puzzles, relationships and 
constraints. There’s even a countdown timer on the screen, signaling that the 
moon will soon crash into Termina. It’s a darker setting, feeling more confined as 
well. 

To be honest, I’m torn on how Majora’s Mask 3D feels so far, with around five 
hours under my belt. | could take it or leave it with regard to the mask-switching 
mechanic, and the first dungeon (Woodfall Temple) is pretty mediocre. Seeing 
side characters live out their lives in the three-day cycle is cool; on the flip side, | 
can’t tell whether I’m fully behind restarting the clock over and over (and losing 
items in the process). 

Majora’s Mask 3D marches to the beat of its own drum, and I respect that. But 
whether І want to follow along is something | can’t quite pinpoint this early on. | 
do know I’m not hooked instantaneously like | was with Ocarina of Time or A 
Link Between Worlds, though maybe Majora’s Mask just takes more time to sink 
іп. - EVAN 
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AFTER A ROUGH START, 
WHAT A RIDE ІТ IS 


І played through The Legend of Zelda: Majora Mask properly for the first time 
with this 3DS remake, and what a ride it was. The beginning was sort of rough 
for me, as | wasn’t really sure what I should be doing next. In the first cycle as 
the Deku Scrub, | just felt that | might be able not to grasp it - but that quickly 
changed when the real adventure began and | started to explore the four main 
dungeons that make up the world. 

| began to understand the nature of the game’s quests and why the gameplay 
was structured around its three-day cycle. The various powers that | discovered 
along the way were fun to use and | always wondered what the game had in 
store for me. | went out of my way to get as close to the 100% as | possibly 
could, though in the end, | didn’t quite make it. That’s OK though, because | want 
to revisit this game in the near future. 

Majora’s Mask breaks the mold of the Legend of Zelda formula in an interest- 
ing way, and playing it on the Nintendo 3DS just felt great. | was just intrigued 
апа kept looking around the world with the New 305” C-Stick. 

Next to that, the whole moody feel of it all suited the system quite well. | 
heard that there are some changes made from the original version, and I'm won- 
dering if | should go back to play it at some point. It would be exciting to find out 
the differences firsthand, | think! - DAAN 


You caught a lively 
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This опе is...220 cm long! 


WISHING FOR MORE THAN 
JUST FISHING 


Fun piece of trivia: I've been using a Majora’s Mask mousepad from Nintendo 
Power for 15 years now. I’ve gone for huge stretches of time not even paying 
attention to it – but every once in a while Г! catch enough of a glimpse and be 
reminded. My fandom for this game has just become so ingrained that it’s a 
passive part of the everyday for me. 

Suffice it to say, | was thrilled to finally be able to dive into Majora’s Mask 3D 
- and | haven’t been disappointed. Every visual touch-up and every gameplay 
tweak has met with my approval (and remember, I’ve been a mousepad-using 
confirmed Majora fanatic for a decade and a half, so | should be a trustworthy 
judge of this remake’s merits). The only thing I’ve found myself wishing for is 
more - beyond the scope of just giving a new coat of paint to the elements that 
were already present back in 2000, I'd hoped that there would be а few more 
truly new and unique things to experience just in this version. 

There is a pair of added fishing holes, granted - Termina never had fishing 
before. But Г hoped for something new that was more substantial; more inte- 
grated into the main storyline and not just a diversion on the side. Perhaps a few 
new masks? A few new NPCs with problems they need help solving? As David 
wrote back on Page 46, Super Mario 64 gained 30 new Power Stars and three 
new playable heroes when it got its portable port. Г like to see Nintendo go 
back to that way of thinking for these newer re-releases. - LUCAS 
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Captain Toad: Treasure 
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SECOND OPINION 
CAPTAIN TOAD: TREASURE TRACKER 


Captain Toad is one of Nintendo's best releases in a while - super fun, super cute and just the right 
amount of challenge. Lucas’ review mentioned that young ones may have trouble with the controls, 
but my two boys (ages 5 and 6) found the whole experience very enjoyable. Swinging the camera 
around to find secrets was rewarding to them, and they only needed my help deeper into the 
adventure. | wanted to see how far they could get on their own, and aside from the Bonus levels, 
they completed the majority of the adventure on their own. Granted, some of the tougher Gems 
were grabbed by my playthrough, but | was surprised to see some of the ones they had attained 
using teamwork. They would trade off, but also help when it was not their 
turn. They love to go back and replay certain levels, like the mine 
cart levels or Draggadon battles. | think anyone who owns a Wii U 
should have this game in their library, and it’s made that much 
better when playing with family. It’s truly one of the best action 
puzzlers to date. | should also say my boys demand a sequel! - BRETT 
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COMMUNITY 


OLD-SCHOOL ROAD TRIP 
The NES had nearly 700 games - and in this new 


documentary, one man tries to buy them all in just 
one month. (Oh, and without using the Internet.) 


NF MAGAZINE READERS are by and large 
pretty Kickstarter-savvy people (it’s nearly a 
requirement), so there’s a good chance that 
many of you out there have also been aware 
of a different crowdfunded media project for 
Big N fans that’s right in step with the 
Nintendo Force: the documentary film 
Nintendo Quest. Originally funded through a 
campaign that concluded in mid-2013 under 
the name "The NES Club," the recently 
rechristened Nintendo Quest just wrapped a 
second Kickstarter in February that was 
focused on DVD production of the now- 
finished film. In the wake of that newest 
campaign’s massive success (over $40,000 
was raised, when the goal was just $1,000), 
NF’s own Brett Martin got in touch with the 
director of Nintendo Quest, Rob McCallum, 
to get some new inside information. 


NF: Were you surprised by how popular 
your Kickstarter campaign ended up being? 
| don’t think it’s a case of 
popularity that shocked me, but rather a 
surprise of passion. Given we have literally 
thousands of followers between Facebook 
and Twitter, to only have a little less than 
500 backers, even when you consider our 
first campaign at just under 200, you'll see 
that our average pledge amount is extraordi- 
narily high. This is another case of quality 
versus quantity. Those who believed in our 
project and vision really believed and wanted 
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to be a part of it as much as possible - for 
that, the team and | are forever grateful. 


Why do you think your Kickstarter was so 
successful? $40,000 raised after setting 
just a $1,000 goal is very impressive! 

I try not to get bogged down in metrics, stats 
or analytics. We asked for $1,000 as part of a 
larger strategy that allowed us to market the 
film and achieve our initial goal of printing 
the film on disc. While | wish | could say 
there was a large tome that had our entire 
master plan etched in stone, that wasn’t the 
case. We wanted to share the film with our 
followers and achieved that and more. 
Kickstarter is a marketing platform first and 
foremost - we've never considered it a 
lifeline for success. 


Can you talk about how filming the movie 
was? 

Of course! It was an endurance challenge 
that pushed us to our limits as filmmakers, 
gamers, professionals and humans! There 
never seemed to be enough time, sleep or 
any given resource, but since I’ve been 
making films, that’s always been the case - 
and that’s when the fun truly begins and cre- 
ativity takes over. Filmmaking is always an 
intense period of "go, go, go" with a game 
plan in your head and the reality of that 
game plan unfolding day to day. Sometimes 
you push to stay on target, and other times 


NINTENDO QUES\ 


30 days. 678 games. 10,000 miles! 


ARE у me? 


you have to gamble a bit because new options present them- 
selves. | can’t speak for Jay, but | imagine he felt a similar way 
while playing his "game," the now-infamous dare about collect- 
ing games in 30 days. 


The film chronicles game collector Jay Bartlett’s lengthy road 
trip across Canada and the United States, visiting tons of dif- 
ferent places in order to find and buy every last NES car- 
tridge. Along the long journey, did you have a favorite stop? 
There were dozens of highlights during the 30-day adventure, 
and equally as many before it began and after. Obvious candi- 
dates are San Diego Comic-Con and the events specifically dedi- 
cated to retro gaming, but the thing that sticks with me the most 
are the people we met. People who we're still friends with today, 
and people who have transformed who we are as a result of 
meeting them. There are too many to name, and | wouldn’t want 


KICKSTARTED... TWICE! 


If the "Nintendo Quest" name and updated movie 
poster over there on the left are throwing you off, it 
may be because you first heard about this film 
project when it was going by its original name, "The 
NES Club." That was the title it held when Rob and 
his team sought funding in mid-2013 to produce the 
film in the first place - they were able to raise 
$16,814 with the support of 190 backers, clearing 
their goal of $15,000 to make the movie a reality. 
The second Kickstarter campaign that just con- 
cluded in February caught the attention of 473 
backers this time, who collectively pitched in 
$40,286 to claim ownerships of DVDs, stickers, 
reproduction NES cartridges . . . the rewards were 
numerous. If you missed it, fear not - DVDs will be 
sold online. (We think. They may make you drive 
10,000 miles to get one instead.) 


to leave anyone out, but we were blessed to encounter so many 
supportive and knowledgeable friends along the way. Just part 
of the journey down the Yellow Brick Road, | guess. 


Did Jay complete his task, or do we have to watch to find out? 
For specifics, you'll have to watch the film. That said, our goal 
was to always create a film that encouraged multiple viewings, 
and would play well even if one did know the results . . . | guess 
ІЛІ be a bit perplexing here and say that the tasks we want to 
complete aren’t always the tasks we need to complete. Or, in 
order to complete what we want, we first must master what we 
need. How’s that for cryptic? 


Any other details you could share, like the total cost of trip 
and games purchased? Or total miles driven? 
It’s kind of amazing how | avoided talking about statistics earlier 


ус 


апа now һауе а сһапсе to 5һаге Something 
with you, on my terms. Let's see: 30 days of 
game hunting (12 days of which were short- 
ened days due to Jay’s work schedule); over 
10,000 miles driven; another 10,000 more 
by air; 400+ hours of footage; 91-minute 
final runtime; seven production crew 
members; four post-production crew 
members; a crew that represents four differ- 
ent nationalities; 19 contemporary rock 
tracks; 22 original 8-bit tracks; one unforget- 
table experience. 


Because of your success with hitting 
stretch goals with the most recent 
Kickstarter, you’ve built quite a large 
project for yourselves - with a movie tour, 
a soundtrack and even the development of 
an all-new, original NES game coming out 
of the campaign! Does it seem really 
daunting now? 

Every evolution of this entity has been pro- 
portional to the amount of passion and 
support by the community. Nothing that’s 
been announced hasn’t been supported by 
the cooperation of the greater retro gaming 
and Nintendo communities. We couldn’t do 
any of this without the help, support and 
belief of everyone who's come into contact 
with us and our dreams. We have a lot of 
great ideas, and more passion projects to 
explore. Wait ’til you see what we wanna do 
next! 


How involved will you be in the NES game, 
and is there a schedule for release? 

Jay and | will be instrumental in the game. 
While we're hiring Joe Granato and his team 


to handle the programming and finer points, 
we'll be guiding forces, developing this game 
with a very hands-on perspective. There’s 
nothing | love more than the creative 
process, and I’ve been desperate to make a 
game for a long time now. Like the film, I’m 
going to invest every minute possible into 
this endeavor. 


Do you plan to release the game for sale, 
digitally or otherwise? 

I’m sure there will be some copies floating 
around by the time production commences. 


We would like as many 
have their own cartridg 


people as possible to 
e and play the game, 


50 who knows? There тау be a chance in the 
future to secure another copy if you didn’t 


already do so through t 
as a digital release, it’s 


he Kickstarter. As far 
probably unlikely due 


to the theme of the game and personal 


beliefs. That said, | had 


a really fun and 


clever idea that would support a digital 
version of the game - the operative word 
being "version." 


Do you plan on doing a Super Nintendo 
Quest, or another system, some time in the 
future? 

Jay and | don’t believe in limitations, only in 
tackling the impossible and noteworthy. So if 
there’s going to be something in a similar 
vein, it’s got to be more than a sequel and 
bigger in every way fathomable. #8 
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ANOTHER MOTHER 


With no new sequel forthcoming from Nintendo, fans have taken the 
future of the EarthBound series into their own hands with Mother 4. 


EARTHBOUND FANS WERE devastated when Mother series creator Shigesato 
Itoi announced that a fourth installment would be "impossible." It’s bad enough 
that Nintendo refused to localize Mother 3, but after that follow-up bombshell, we 
all know now that the dream is truly dead. 

Or is it? 

There’s no fanbase more dedicated and resourceful than the Mother commu- 
nity – the Mother 3 English translation patch is a testament to that! So if Nintendo 
and Itoi weren’t going to make a Mother 4, then by the Power of Grayskull, 
someone else would! 

Since 2008, a small team of independent developers has been hard at work to 
realize the fan game to end all fan games: A Mother sequel with so much polish 
that you’d honestly believe Nintendo was directly overseeing progress. Skeptical 
of that boast? Just check out the game’s trailer! Admire the pristine art and 
original soundtrack that adhere to the series’ trademark aesthetic while taking a 
tasteful step forward. 

Mother 4 weaves a completely new tale unrelated to the previous three 
chapters – іп fact, the only returning characters аге the Mr. Saturn race and a few 
enemies. The finer story details have yet to be discussed, but from what we know 
so far, it’s set in an American-style land called Pleiades and follows three teens 
and a biker gang leader as they seek to unravel the mystery of the "Modern Men." 

The gameplay cherrypicks the most enjoyable elements from Mothers past 
while tossing in a few surprises of its own. Тһе overworld will be more open - like 
EarthBound, rather than Mother 3- and there will be about five or six towns, plus 
a major city to explore. Battles will retain Mother 3’s rhythm combo system, and 
again, using it will be entirely optional. New to combat is the "Groovy!" bonus, 
which will allow a character to take a second turn immediately once the special 
meter around their stat box fills up. 

As is the case with fan games, Mother 4 will be free to download. The current 
release target is June 2015 on Windows, Mac OS X and Linux, although this is not a 
guaranteed launch window. You know the drill: It’ll be ready when it’s ready. 

But you know what? These guys can take all the time they need to craft the 
best stinkin’ game around! The wait may be a little too much to bear, but perhaps 
you can pass the time by downloading the soundtrack sampler from SoundCloud. 
Otherwise, keep checking the team’s blog for further updates! - TONY 
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TRAVIS 


It’s the striped shirt-wearing 
Ninten/Ness/Lucas of our latest 
adventure! Compared to his 


MERYL 


After the tomboyish Kumatora 
from Mother 3, Meryl is a return 
to the sweet and gentle character 


boxing champ older brother Zack, 
Travis is a laid-back fellow who 
enjoys daydreaming and baseball. 
If his PSI abilities don’t do the 
trick, his trusty bat will! 


trope of Mothers past. Gentle... 
but with tremendous psychic 
talent. She can also see the 
future! With such power at her 
command, she’s often reckless. 


+ Yous 
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FLOYD 


Floyd has so much wit and self- 
esteem that it’s no wonder why 
everybody likes him. Sure, he can 
be hard-headed, but you need 
someone like that on your team. 
These qualities make up for the 
fact that he seemingly has no 
psychic powers whatsoever! 


LEO 


If pompadours could kill! This 
cool customer is Leo, motorcyle 
gang leader and "older brother" 
figure of our quartet. How old, 
exactly? Who’s askin’? Mind your 
business! But hey, he wouldn’t be 

helping to save the world if he 

didn’t have a heart of gold. 


COMMUNITY 


INTERVIEW WITH A 
CUSTOMIIBO CREATOR 


We chat with Rob Roberts (a.k.a. the prolific amiibo 
customizer known as “Cheetimus”) to get some insight 
into just what goes into transforming these figures. 


YOU'VE SEEN SEVERAL of them 
shared online by now, or in our last 
issue: the repainted, sometimes re- 
sculpted amiibo figures ме ме taken 
to calling "Customiibo." What kind of 
creative minds come up with these 
impressive transformations of the 
popular figures? We got in touch with 
one especially prolific artist, Rob 
"Cheetimus" Roberts, to learn more. 


NF: You’ve been doing great 
Transformers customs for a while 
now; how long have you been doing 
toy customization? 

Since | was a child. As 
soon as | discovered model pants 
and glue and Sculpty, | fell in love 
with the idea of making toys look the 
way | want them to look. When | 
went away to school, all my toys 
were tossed out – but one survived 
...agold-painted G1 Grimlock. Why 
gold? Because І was a kid and didn’t 
know any better. 


Had you worked with any other 
lines besides Transformers before 
getting into amiibo? 

Yup! I’ve done lots of work on 
Gundams іп the past. They're all 
gone though, as І really liked using 
their parts for custom fodder. | also 
did a bunch of Marvel Legends 
customs, my favorite of which is my 
custom Speedball with tiny multi- 
colored bubbles randomly on him. 


What led you to decide to apply 
your skills to amiibo? 

A good friend of mine suggested it. | 
had bought two for myself and 
decided to try my hand on one of 
them. At that point І realized | used 
to love miniature painting, so | dove 
headfirst into it. 


who are your favorite or least 
favorite amiibo characters to cus- 
tomize? 

My least favorite is probably Peach, 


as the tiny details on her can hurt 
the wrist and | have to take breaks 
while working on her. My favorite 
would have to be Peach, because the 
end result is totally worth it! 


Do any of your works stand out as 
your favorite? Or have any proven 
exceptionally popular with fans and 
collectors? 

Yoshi colors! They’re very popular, 
and it’s very fun to find the different 
colors needed to get the shades just 
right! Though the most popular are, 
by far, Peach and Samus. 


You sell many (if not all) of your 
custom amiibo on eBay; do you ever 
produce more than one of a par- 
ticular custom, or are they all 
unique? 

Sometimes ІЛІ do one-of-a-kind 
customs. l'Il advertise them as such 
now and then, but usually if it’s a 
one-off | just do it, sell it and carry 
on. Now many people do think that | 
sell all of my customs, but that’s not 
really true... 


So, are there any you decided you’d 
rather keep for yourself, for senti- 
mental reasons or because they 
were just too cool to sell? 

Often – but, | rarely take pictures of 
those. The customs | do for myself | 
usually keep to myself. That way no 
one asks me to make it for them and 
it feels more special to me! So, heh, 
I’m selfish when it comes to my 
personal work. It goes to the shelf 
and that’s that. Right now | have 
some Transformers Armada-based 
customs that | actually have taken 
pictures оҒ- those аге my babies 
though, as | loved that line. 


Can you share any tips for custom- 
izers who are just starting out, or 
what tools you prefer to use? 

My number one tip is always thin 
your paints. Properly thinned paints 


are how layers can go on super 
smooth without tons of brush 
strokes or globs everywhere. 

Also, stick to acrylics when 
starting out. They’re much easier to 
work with, as they dry quickly so you 
can handle them – and they’re easy 
to fix when you make mistakes. 


Are there any amiibo you're looking 


forward to getting your hands on to 
customize in the future? 

| just got my hands on Mega Man. | 
want so many more of him! Also the 
new Peach when I’m able to get her. 
That will be great. 
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THE PLAYER > POLL 


| made ап interesting personal archaeological discovery while working on putting this issue together - a 
Nintendo Power Player’s Poll Contest response card that my eight-year-old self filled out 25 years ago, but 
then never sent in. There it was, still intact and attached in the back of my old, tattered copy of NP’s Issue 
#11 (the same one we highlighted in our Warp Zone column on Page 58). Finding it was an unexpected and 
enjoyable glimpse back into the past, a little window to see just a bit of what | was like as a young Nintendo 
fan, just a few months after I’d received my NES as a present the previous Christmas. 


Because | answered the poll’s questions, | can tell you that eight-year-old Lucas’ favorite games in 
March/April 1990 were, in order of preference, Super Mario Bros. 3, The Legend of Zelda, Teenage Mutant 
Ninja Turtles, Tetris and Rampage. TMNT and SMB3 were also оп my list of games to buy next - they had 
somehow become two of my five favorite games without me owning them (NP’s hype-packed previews can 
be blamed for that, I’m sure). | also had my eye on Double Dragon II and thought Nintendo Power should 
run reviews of Legacy of the Wizard and The Battle of Olympus next. (I never did get those two, but all of 
the others sure enough made it into my personal collection as a kid. | need to go back and play Rampage 
again some time.) 


But enough of looking to the past! Let’s look to the future, shall we? As a result of a Backer Challenge 
being completed during the course of our just-finished 2015 Kickstarter campaign, we promised that we’d 
revive Player’s Poll Contests! And so here we are, with your first chance to win. There’s no physical card to 
detach and mail to us here in 2015. Rather, you simply need to answer three questions in an email sent to 
us. Make the subject line of your email "Player’s Poll for Issue #14" and send it to 
playerspoll@nfmagazine.com. We may print some of your responses in an upcoming issue’s Inbox 
section, and everyone who answers all the questions will be entered into a drawing to win an upcoming 
Nintendo game of your choice! (You could pick Splatoon, or The Legend of Zelda for Wii U or anything else 
you like! It’ll be sent to you when it’s released, on our dime!) Simple enough? Here are this issue’s questions: 


1. What do you think of Nintendo’s DeNA 
partnership announcement, or the Nintendo 
NX? What do you think the NX will be? 


2. Old or New? In general, which would you wart plas tena enn alin ti ema wik гаа иа овамо aa 
rather have: fresh sequels in established Шыны ыы далаға 
. es A raphics and Sound 4 jow are 
series, or more all-new, original IP releases? B. вен Calon Under” 4. 15-17 
? , С. Best Theme, Fun 6-11 5. 18-24 
р. Best Play Control 3. 12-14 6. 25 or Older 
. Best Char 
F. Best Ending У. Sı 
3. To throw Баск to NP’s old Player’s Poll, пре рача fom 
wh at th ree games are you plan ning to koee list of осмата, опе пещ роо nites el 
е games woul u о see ге па ге issue intent 
purchase next? (And why?) ар а н ч МИД 


Ѕепа іп your геѕропѕеѕ ру Мау 15, 2015 їо һе 
entered to win! Good luck to you all! 
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